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Fresh Canvas : 
The Blue Blur is 
back, and this time 
there aren't any gim- 
micks to get in his 
way! Rev up this 
exclusive first look at 
Sonic Colors for Wii 
and DS. 


Hero’s Quest 


Guitar Hero isn’t just 
about playing awe- 
some music any- 
more. It’s also about 
rocking evil into 
oblivion in Guitar 
Hero: Warriors of 
Rock for Wii. 


Holy 
Anticipation, SONIC COLORS 
Batman! 6 


We've got seven rea- 
sons why the Wii and 
DS adaptations of 
Batman: The Brave 
and the Bold could 
be among the Caped 
Crusader’s most 


exciting games ever. іш 1 кіш 


Reenergizing GUITAR HERO: WARRIORS OF ROCK ТІ 
the Rainbow 
Revolution 


Dig deep below the 
surface to learn the 
colorful first details 
about de Blob: The 
Underground for 
Wii and DS. 
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To learn how the protein 
in milk helps build muscle, visit 
bodybymilk.com/albertpujols 


wans musce QOL milk? 
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Watch as many movies as you want 
for only %8°° a month. 





Netflix now delivers TV episodes and 
movies instantly to your TV via your 
Wii console. PLUS DVDs Бу mail. _ 





All Wii consoles connect 
to the Internet 


Sign up for your free trial & get your free 
Netflix instant streaming disc for Wii. 


www.netflix.com/Wii NETFLIX 


Wii 
payment method required to redeem offer. Netflix will begin to bill yo 





trademark of Nintendo. Trial offer available to first time and certain former members of the Ме service and cannot be combined with any other offer. Broadband Internet access and valid 








payment method for the Netflix plan selected at sign-up at the completion of the 2 week free trial unless you cancel prior to the 






end of the free trial, Your Netflix membership is a month-to-month 
all DVD titles are ilable to watch instantly. Netflix streams instantly only to the 50 United States and the Dis 
conditions, including 


abscription that you can cancel at any time nt" button for cancellation instructions. Watching Instantly: Not 








visit www.netilix.com, 





[ermsOfUse for complete terms and 





hipping and delivery details. 





Emm | enjoyed my Sega Gen- 
esis a lot as a kid, but 
when it came to choos- 
ing sides between the 
Sega and Nintendo camps at 
school, | was firmly in Mario’s 
corner. (Big surprise, right?) 
Maybe that’s why, unlike others 
here at NP, | was never a huge 
Sonic fan. Strangely, though, I’ve 
grown to really like the charac- 
ter while watching him struggle. 
In analyzing his recent missteps 
and hearing the impassioned 
pleas from his many fans, ме 
come to appreciate the quali- 
ties that made his best games 
so good: strong platforming, 
brilliant level design, edge-of- 
your-seat thrills, and a focus on 
great action without gimmicky 
distractions. It seems that the 
makers of the amazing-looking 
Sonic Colors feel the same way, 
and are ready to move the se- 
ries in the right direction at long 
last. For the first time in my life, 
| absolutely cannot wait to play 
a Sonic game. 





CHRIS SLATE 
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N 
on page 8, and we'll print 
JUNE 2010 
the best ones! 





While | appreciate every letter 
and email that you guys send 
in, many of them aren't signed. 
It's gotten so bad that I'm afraid 
punishments are in order. This 
month, every anonymous letter 
will be credited to one of his- 
tory's worst video game charac- 
ters. This hurts me more than it 
does you; please remember to 
include your name from now on. 


Friends and 
Enemies 


It would be fun if you started 
something like a one-page Enemy 
of the Month section. It could 
include both major or minor 
characters, maybe even some that 
barely count as enemies. Too many 
people don't even know the names 
of alot of classic characters! —ALT 
Great minds think alike, Alt! 

As you'll see in this month's re- 
vamped news section (now called 
Power Up—see page 10), we're 
introducing a new monthly col- 
umn called Star Power that will 
spotlight a different character 
every issue. We'll feature heroes 
as well as villains, from famous 
faces to cult favorites. Write in 
and let us know who you'd like to 
see get the Star Power treatment! 






Chris Slate here, back once 
again to answer your let- 
ters while grinding along 
spiraling space rails and 
showing a lot of attitude. 
But first, this month's 
special letter request: how 
would you turn Nintendo's 
heroes into villains and 
vice versa? Send your 
responses to the address 








The Big Three-Oh 


I'm sure you guys at Nintendo 
Power know that Mario is turning 
30 next year, right? Nintendo 
should do something cool to 
commemorate the plumber's 

big milestone, and I'm definitely 
leaning toward a theme park. Just 
imagine riding a huge Bullet Bill 
roller coaster, playing games in an 
underground pipe arcade, and rac- 
ing friends in real-life Mario Kart 
competitions! Ol’ Mario deserves 
more than а cake for his next 
birthday. —NINTENDOFREAK247 


A Perfect Match 


My first experience with tennis 


was Mario Power Tennis for 


Nintendo GameCube. | joined my 
high school tennis team because 
of that game, and now! play it and 
Wii Sports Tennis daily to hone my 
real-life skills. Thanks, Nintendo! 
You inspired me to try something 
I normally wouldn't do, and it 
changed my life for the better. 
—NUMBER 12 





Not only can Mario teach you tennis, 


but you can pick up tips for dealing 
with turtles, too! 








In your article called “The Future 
is Now,” | was delighted to see a 
showcase of games in which the 
years have caught up with the 
imelines they depict. But you 
left out a favorite game of my 
brother and |: Crystalis. According 

to its story, an extensive war led 
civilization to nearly destroy itself 


£ 

















on October 1, 1997! —HEIDI “- 


Why can't Mario punch in most 

of his games? Is he too much of a 
sissy to punch? —BIG THE САТ 
Sissy? Are you kidding me? Mario 
is the only video game hero who 
could beat the boss and save the 
girl with both hands literally tied 
behind his back. If he threw the 
full fury of his fists at Bowser's 
Koopa cronies, the game would 
be over way too fast! 


You know how, in the 3-D Zelda 
games, you have that battle music 
that plays whenever an enemy is 
near? ("Danadanadanadana....") 
Well, what if different instruments 
accompanied the song when you 
fought different enemies? For 
example, a Skulltula would add 

a plucked string instrument, a 
Darknut would add percussion, 
etc. Then, when you fought a com- 
bination of foes, it would be like an 
entire symphony! —JAYSON H. 


THE FUTURE 


Video games love to giveus apeek at 
what's going i0 happen in the future. 
Eventually, however, the future catches Up. . 


Are you guys for or against Samus 
speaking in Metroid: Other M? 
And if you're for it, do you think 
other Nintendo characters should 
Speak? CuNJUSTIFEDLEAK 
Personally, I'm excited to hear 
Samus speak. I think that the 
Metroid style of gameplay—with 
its moody, cinematic atmo- 
sphere and rich backstory—will 
be even more compelling with 

a deeper story. And since that 
story focuses on Samus, I think it 
would be distracting if she were 
inexplicably mute. Conversely, | 
don’t think it matters much that 
Link doesn’t talk since the stories 
in the Zelda games never focus 
on him. Mario has never needed 
a big story, and if he said more 
than the occasional yahoo or yip- 
pee, his games would start to feel 
like a kid’s cartoon and lose their 
ageless appeal. That’s my two 
cents, anyway. 


I love how Nintendo games leave 
mysteries for fans to solve with 
their imagination. Like, why is 
Mario’s mustache a different 
color than his hair? And why are 
Yoshis already wearing boots and 
a saddle when you hatch them? 
Mysteries such as these don’t 
frustrate me, but make me love the 
awesome game company called 
Nintendo! —suPERDUDEG 















INTHE YEAR 1999 
THE KRION CONQUEST 


DON'T HASSLE 
THE HOFF 


One day on the bus, my friend 
and I were talking about 

The Legend of Zelda and he 
called Zelda Princess Leia! | 
said, “what?!” He meant to 
say Zelda, and that made me 
think that, instead of giving 
the space theme to Super 
Mario Galaxy, Nintendo 
should make The Legend of 
Zelda Galaxy. —JAKE M. 

The Hoff says: ПИ do you 
one better: what if Link 
actually was looking for 
Princess Leia? Instead of 
being accompanied by Navi, 
Link would be joined by a 
holographic Admiral Ackbar, 
who would tell him “It’s a 
trap!” whenever danger 
was near. Epona would bea 
tauntaun instead of a horse; 
if Link got too iow on health, 
he could slice open her gut 
and hop inside to restore 
his strength. (Um, that’d 
work only once per game.) 
And just imagine the look on 
Link’s face when he learns 
that Ganon’s his father and 
thus he’s actually one-half 
giant blue pig-man. Oh, and 
Boba Fett gets eaten bya 
Lanmola. 
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It would be fun to see 
Yoshi in The Legend of 
Zelda: Twilight Princess. 
Forget Link’s wolf form; a 
flutter-jumping dinosaur is 
the way to go! Can Epona 
eat her enemies? Nope. 
You could call Yoshi by 
playing the Super Mario 
Bros. theme song. 
—KARNOV 


It would be funny if Yoshi appeared 
as an F-Zero machine. Racers 
could ride on him like Mario does, 
but he would have a permanent 
Dash Pepper speed boost. The 
other competitors would have to 
be careful not to trail Yoshi after 
he's eaten a bowl of prunes. 
—KEITH COURAGE 


The best Yoshi cameo would be in 
an Ace Attorney game. Yoshi would 
be sick of Player One dropping him 
into pits to gain an extra boost, 
and would take him to court. 
"Objection! What is this I hold in 
my hand, Player One? Could it be 
the controller you used to ditch 
poor Yoshi?” —MINIFAN 


| would probably pick Resident 
Evil. Imagine that you are about 
to steal a bike to evade zombies, 
when you turn and spot Yoshi 
sitting there. Of course, you 
wouldn't be able to choose Yoshi 
and he’d eventually be mauled by 
zombies.... -GOREY 


Yoshi would be awesome as a 
town resident in Animal Crossing. 
He could fill in for Zipper on 
Bunny Day and reward you 

for finding buried Yoshi eggs. 
—GEOZELDADUDE 


Imagine Yoshi on stage in Guitar 
Hero performing a crazy solo! 
—TITUS THE FOX 
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Yoshi should be in Call of Duty! It 
might sound crazy, but it would 
be awesome. Once you get 10 kills 
without dying, you could call Yoshi 
in to ride on his back and he could 
swallow people for instant kills. 
Plus, it would be cool to see Yoshi 
decked out in military gear and 
camo. -AMAGON 


Imagine this awesome scenario: 
Kirby is participating in an eating 
contest, thinking he’s a shoo-in 
to win the championship, whena 
new challenger appears: Yoshi! 
— JOSEPH б. 


What if Yoshi was in Tetris as an 
item? You'd have a bunch of blocks 
stacked up, and bloop—Yoshi's 
tongue would wipe them all off the 
screen. —AL P. 


| would put Yoshi into a new Wii 
Sports Resort event where your 
Mii could ride him just-a-like 
Mario does all around the island! 
—RAGDOG 


pulse@nintendopower.com 
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Nintendo Power/Pulse 

c/o Future US 
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It would be cool if 5th Cell could 
include copyrighted nouns in the 
next Scribblenauts so that Yoshi 
would appear when you wrote his 
name. You could ride him around 
and tap him to swallow hazards. 
Say your prayers, bank robber! 
—CHUBBY CHERUB 


A cameo in Punch-Out!! would be 
cool-Yoshi could hit Little Mac 
with his tongue! —DINO RIKKI 


Star Wolf could kill off Slippy and 
Yoshi could take his place in Star 
Fox. If Yoshi could do as good a job 
at being Fox's wingman as he does 
at helping Mario, he would bea 
perfect fit. —SEPULTURAFAN 


I choose Duck Hunt. Instead of 
the dog laughing at you when 
you miss, Yoshi could pop out 
from behind the bushes, shoot 
his tongue at an apple that’s 
hanging from a tree, and fire it at 
you! Then, with the Wii Remote, 
you would quickly target the 
apple and knock it back at him! 
Then Yoshi would wiggle his nose 
and—embarrassed to be hit with 
his own apple—hide back behind 
the bushes. -MICHAEL P. 


TIPS FOR GETTING YOUR LETTER PUBLISHED: 


Understand that the magazine staffis separate 


from Nintendo; we don’t make the games. 


Don’t send links to game coverage on the 
Web-trust us; we see it all. 


Don't ask about the status of upcoming games, 
or whether certain games will be announced; if 


we have that info, we'll always tell you. 
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56% of you think that 3-D 
Mario games are better 
than 2-D Mario games 


Who do you think 
deserves anew game? 


LUIGI 





Yoshi Toad Princess Peach 
of you think that Sonic 
was best on Genesis. 
17% on Wii 
15% on Nintendo GameCube 
13% on Sega Dreamcast 
1% on Game Boy Advance 
5% onNintendo DS 


Game Boy/Gami 


WHAT WAS YOUR FIRST SYSTEM? 


NES ТТТ 






Color See 
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GANON IS GAMING’S 


Ganon 


/DSi/DSi 
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BIGGEST JERK 


* King Dedede 


* Bowser 17%. • Ridley 12% + Dr. Robotnik 


“Dr. Wily 





NINTENDOPOWER, 
COM/POLLS. 


WHEN YOU PLAY A GAME IN THE LEGEND OF 
ZELDA SERIES, WHAT 00 YOU NAME LINK? 


“LINK” 


68% 32% 
[OTHER NAME] 


810 


WOULD 
i CHOSE 
NINTENDO 308 (WI 
LAUNCH GAMES) OVER 
HEAT VISION (A SUPER- 
POWER) 





Which of Link’s items 
would you most like to 
have FOR REAL? 


Master Sword 


Clawshot 


EECH Gale Boomerang 
ВЕСЕ H B 
Sooo Hero's Bow 
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et a Life 


The Sims 3 hits Wii and 05--апа it's no 


cut-down PC port. 


EA’S CHART-SMASHING, free-time- 
devouring life simulation The Sims 
3 is coming to the Wii and Nintendo 
DS systems—and, for the first time, 
the series isn't being shoehorned 
into a scaled-back experience for 
the console market. In fact, it'll have 
features the PC original didn't. 

The Wii version of the game has 
an all-new locale for your Sims to 
call home: a sunny seaside town, 
complete with an ocean to swim 
in and docks where you can build 
a houseboat. (That's new, too.) As 
in the PC version, all of the Sims 
in the game-including yours—will 
have unique traits, desires, needs, 
and goals. Want to strive to bea 
five-star chef or a mad scientist? It's 
all up to you, as is your Sim's overall 
appearance (created using a robust 
editor). Those features and traits will 
be passed along through multiple 
generations for the first time in the 


10 NINTENDO POWER 


series, and, in another first, you'll 
use the Control Stick on the Nunchuk 
controller to move your Sim directly. 

The game's designers are also 
taking a new approach to one of 
the hallmark features of the series: 
building houses. Rather than making 
you construct them entirely, you'll 
have a wide array of preset exteriors 
to choose from, їп а variety of 
architecture styles from art deco to 
whimsical. How does a tree house 
strike you? Additionally, you can 
build more than one story for your 
home-again, а new feature. Inside 
the home, everything's fair game 
thanks to a massive catalog of 
objects and furnishings to purchase 
with the Simoleons your Sims earn 
on the job. 

Two more big additions are in 
store for the Wii version: Karma 
Powers and a unique multiplayer 
mode. Karma Powers will be earned 


as your Sims reach life goals; the 
powers give you a number of ways 
to mess with your creations. (One 
power, for instance, zaps all their 
stats to zero, and another makes 
everyone fall in love with them. 
There's even one that makes all the 
Sims don their birthday suits.) 

In multiplayer, up to four people 
grab a Wii Remote controller and 
play through an accelerated Sim life 
cycle by simply choosing how to react 
to situations presented onscreen. It's 
almost like a game show, with play- 
ers betting on what their opponents 
Will choose to do, and all successes 
and failures add up to determine 
an ultimate winner. (Sure, there 
are options to team up in certain 
situations, but you can't rightfully 
expect a player who's decided to be 
evil to do that.) 

The Sims 3 for DS is the first fully 
featured Sims game on the handheld, 
encompassing character creation, 
home building, and all of the 
goal-driven gameplay of its console 
sibling. It even sports a fully 3-D 
game world, with the ability to build 
your dream home using the stylus. 

Sims may be little virtual people, 
but we have a feeling both of these 
games will go over big with real 
people when they arrive this fall. 
—RANDY N. 
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Devils and th 
Deep Blue Sea 


Watery graves join the normal variety in Brian Odyssey 5 
punishing new chapter. 


^m 


IN CASE THE grueling dungeon 
crawls of Etrian Odyssey | and II 
haven't snapped your DS stylus 

and shattered your spirit, a third 
installment is coming to finish the 
job. Scheduled to ship this fall, Etrian 


Odyssey ІІ: The Drowned City prom- 
ises another new 25-level Yggdrasil 
Labyrinth crawling with deadly 
"FOE" monsters. But it also offers 
afew surprises, including a dozen 
entirely new classes and multiplayer 














Oceanic Quests that allow players 
to turn their touch-screen mapping 
talents toward the vast ocean that 
surrounds the hub city of Armoroad. 
With every class from the original 
two Etrian Odyssey titles completely 
scrapped, longtime fans will have to 
dissolve their adventuring guilds and 
start hiring anew. You'll find pirates, 
phalanxes, heavy ballistae, and even 


A WINNER IS... 


Summer vacation! We forgot 
what the sun looked like. 
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humble farmers among the new 
recruits, and each brings an interest- 
ing assortment of new abilities to the 
table. Although players are still lim- 
ited to only five characters per party, 
that sixth open character slot will no 
longer be wasted: Beast Callers can 
fill it with summoned monsters while 
Shinobi can split their HP to create a 
controllable shadow double. 

The Oceanic Quests finally provide 
something interesting to do outside 
ofthe game's central labyrinth. 

Once your guild acquires a ship, you 
can equip rations, sails, and fishing 
gear and set off to explore the island 
remains of the mostly sunken city. 
By carefully charting ocean currents 
and shoals, you can find the quickest 
paths to monster-filled islands that 
host optional combat quests. Players 
can attempt these battles solo with 
amix of player- and computer- 
controlled allies, or link wirelessly 
with their friends and divvy up the 
party slots. —cASEY L. 


Game delays. Metroid: Other M and 
Sonic 4 can't come soon enough! 


Play Our Games! 


Loyal readers already know that we here at 
Nintendo Power made our own microgames to 
illustrate the many features of WarioWare DIN, 
(see Vol. 253). But were thrilled to announce 
that you will soon be able to play them! As a part 
of Nintendo’s Big Name Games campaign, our 
creations will rub elbows with microgames from 
legendary creators such as Yoshio Sakamoto 
(Metroid) and Masahiro Sakurai (Super Smash 
Bros.). The entire collection is available to 
WarioWare D.I.Y. owners via Nintendo Wi-Fi 
Connection, so check us out! 





A Pirate’s Life for 


We BY CHRIS S. 
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RELEASE: 5/24 
Land three punches апа 
make history in this ode to 
Punch-Out! 


RELEASE: 5/31 
Turn the tables and teach 
Mario that not every 
Goomba can be stomped. 


Wii is the latest port of call for the classic Sid Meier's Pirates! 





SID MEIER’S PIRATES! is a game that’s older than 
many of our readers, but it hasn’t survived for 23 
years without good reason. Originally created for 
the Commodore 64 computer in 1987, Pirates! has 
been ported to nearly a dozen platforms since, and 
publisher 2K Games has something special in store 
for the new Wii edition. 

Players begin the game as a privateer for a 17th- 
century European nation, and are free to chart 
any career path they choose on the high seas. That 
can include anything from running peaceful trade 
routes to plundering coastal villages, just so long 
asthe money keeps flowing in. Your ultimate goal 
is to retire as the richest pirate alive. 

Pirates! is heavy on sim elements, but a series 
of minigames rewards sharp reflexes as well. In 
addition to such classic activities as swordfighting, 
ship-to-ship combat, and jig-dancing (all fully 
remade to take advantage of the Wii Remote), the 
Wii version offers a pair of entirely new games in 
the form of lock picking and naval bombardment. It 
also offers several original ships to outfit and crew 
members to recruit. Sid Meier's Pirates! will make 
landfall this autumn. —сА5ЕҮ L. 





RELEASE: 6/7 
Quickly find the featured NP 
editor among his retro 8-bit 

buddies. 
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Wii Sports 
Wii Sports Resort 


Wii MotionPlus 
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Imagine your Zelda-loving 
friends’ faces when they 

see red Goron Link or blue 
Zora Link from The Legend 

of Zelda: Ocarina of Time 
defending your desk from 
evil. The bragging rights alone 
are worth the $199.99 price 
tag at www.first4figures.com. 













Is Sonic faster than your cat? Find out with this collection of vehicles These Super Mario mini figures are an inexpensive 
and removable racers from Sonic & Sega All-Stars Racing. way to liven up any flat surface. 
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WORKSHOPS 


>> WHAT ARE YOU DOING 


THIS SUMMER? 





DigiPen Institute of Technology, presents 
a 2-week summer workshop series 
designed to introduce participants of all 
experience levels to the fundamentals 

of Game Programming, 3D Computer 
Animation, Game Design, Robotics. 


Go here for more info: 


ePDigiPen 


INSTITUTE OF TECHNOLOGY 





VIDEO GAME PROGRAMMING 


Make your own video game! Our Video Game 
Programming workshops are perfect for game 
enthusiasts who want to understand how today's 
video games are developed. 





3D ANIMATION 


Create your own 3D animation by signing up for 
one of our animation workshops, which will teach 
you the concepts and processes behind producing 
3D computer animations. 


Find out what it takes to design all kinds of games 
by signing up for our game design workshop. We 
will teach you the core elements behind developing 
what makes a game fun. 


ROBOTICS 


Learn the basics of robot mechanics, electronics 
and software by signing up and building your own 
robot in this workshop. 


JUNIOR PROGRAMS 


Jumpstart your education and sign-up for one of 
our junior programs that focus on the creative and 
technical processes involved in creating games and 
animation (for students in grades 5-7). 


5001-150th Ave NE, Suite #210, Redmond, WA 98052 e Phone: (425) 558-0299 е Toll-Free (866) 478-5236 






Sinistrals to Rise Again 


Natsume has snatched up Square Enix s Lufia reboot 
for a North American release. 


WITH SQUARE ENIX being much two of the four Estpolis games in the 
more selective these days about their US, and now they've stepped in to 
DS localizations, we were beginning release this one as well. 

tolose hope of seeing the newest Titled Lufia: Curse of the 
installment of the cult-favorite Lufia Sinistrals, this installment is loosely 
series of RPGs (known as Estpolis in based on the Super NES game 
Japan). Fortunately, Square Enix isn't Lufia II: Rise of the Sinistrals (which 
the only company with a stake in the is chronologically the first game 
franchise-Natsume had published in the series). While the cast, the 


storyline, and focus on puzzle-filled 
dungeons remain the same, pretty 
much everything else has changed. 
This version features full-3-D 
environments and has switched from 
turn-based RPG combat to real-time 
action, with players able to toggle 
between six playable characters 
by tapping their faces on the lower 
screen. The new style of gameplay 
is a big departure for the Lufia 
franchise, but Curse of the Sinistrals у 
is in the competent hands of the 4 
series’s original developers, who — * 
have returned to it for the first time 
in nearly a decade. Natsume hopes 
to bring us the fruits of their labor by 

+ year's end. CASEY L. 


m 
IT DIDN’T TAKE long for the MySims series 
to break from the core social interactions 
of its older sibling, The Sims. Now that it 


has made the rounds through party gam- 
ing, racing, and adventure, the franchise 


EA's Mysims Series continues its whirlwind is taking a barrel roll into aerial combat 
tour through gaming genres with just-announced ` for both wiiand Ds. vet aysims skyHeroes 


d remains at least partially tethered to its 
adventure-shooter MySims SkyHeroes. roots. Customization continues to play 
a part as you launch missions to take on 
flying baddies. You can repaint your plane, for example, to blend into the background, and refit the craft with new 
parts, such as wings that add maneuverability and a new engine for more velocity. The game also features speed 
challenges, which may take on a form similar to the minigames in MySims Agents. Also returning from Agents is main 
villain Morcubus, who is the catalyst for the franchise's first-ever boss battles. More firsts include cooperative and com- 
petitive missions for both local split-screen 
multiplayer action and online play for up to 
10 participants. The game is zeroing in on a 
fall release. -GEORGE s. 
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POWER UP 


YOU JUST CAN'T keep а good 
Jedi down. Despite having died at 
the end of Star Wars: The Force 


Unleashed, Darth Vader's secret 
apprentice, Starkiller, returns. 


A badass Jedi is back with a vengeance in Star Wars: The — и 


e) Star Wars: The Force Unleashed 
Force Unleashed Il for Wii and DS. ve negane wiıaisobe 
available on Nintendo DS.) Actually, 
it’s not the exact same Starkiller; 
this one is a clone created by Vader 
that has fragments of the original 
Starkiller’s memories. One thing 
he knows for sure is that Vader will 
betray him, so Starkiller breaks 
out of his holding cell on Kamino; 
searches for allies such as Jedi 
general Rahm Kota (another return- 
ing face from the first game); and 
decimates the Imperial forces using 
his new dual-lightsaber fighting 
style and his new Force powers, 
including the Jedi Mind Trick (which 
allows you tomake enemies attack 
their former allies) and Force Fury 
(which transforms you into а super 
Jedi, cranking up all of your Force 
abilities to 11). Look for Star Wars: 
The Force Unleashed II on store 
shelves this October. —JUSTIN C. 
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POWER UP 








Alright, leave it to 
me! 1711 build you 
a brilliant bridge 





RUNE FACTORY 3: A FANTASY HARVEST MOON 


m m H m 

ІШІП Fields and 

m m 9 и 
Killin’ Fiends 
Between Grand Bazaar and Rune Factory 3, Harvest Moon 
fans will be reaping a bumper crop in 2010. 


NATSUME SEEMS TO get a perverse shop to sell their fresh produce, baked 





thrill out of keeping Harvest Moon fans in 
suspense, but they always come through in 
the end. After waiting months for the official 
word about the company's plans for the 
long-awaited DS sequels to both the mainline 
Harvest Moon series and its Rune Factory 
action-RPG spin-off, Natsume has finally 
given us the thumbs-up with regard to both. 
Harvest Moon: Grand Bazaar adds 
another layer to the series's formula, 
offering players a chance to not only grow 
afarm empire and a family, but also to 
help restore a run-down public bazaar 
to its former glory. Players can open а 



















goods, and arts and crafts directly to the 
good folk of Zephyr Town, and return the 
backwater village to prominence in the 
process. Grand Bazaar is scheduled to ship 
at the end of July, and those who preorder 
their copy from GameStop will receive 

a horse plushie for their Harvest Moon 
stuffed-animal collections. 

Rune Factory 3: A Fantasy Harvest Moon 
puts players in the middle of a conflict 
between the human village of Sharance 
and the beast kingdom of Univir. As a 
weremonster capable of transforming 
into a sheeplike creature, you'll be able to 
utilize the game's new battle-companion 
system to befriend members of both camps 
and lure them into fighting by your side. 
Needless to say, there will be plenty of 
time for farming, crafting, and romance 
on the side. Rune Factory 3 is scheduled 
for a fall release; alas, a preorder bonus of 
asheep-monster plushie has yet to been 
announced. —cASEY L. 


Lloyd 


So is your job to 


wander around the town? 2 











HARVEST MOON: GRAND BAZAAR 
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Hockey Hero 


EA Sports gets into the accessory 
game witha stick peripheral to 
accompany its new NHL title for Wii. 


TO DATE, 2K'S NHL efforts 
have been the only hockey 
game in town for Wii owners. 
That series has been very good 
for the most part, but a little 
competition never hurts. This 
September, EA finally hits the 
ice with an as-yet-untitled 












offering designed exclusively 
for Nintendo's platform. The 
game will come packaged with 
a hockey-stick peripheral that 
houses both the Wii Remote 
and the Nunchuk, allowing 
you to perform slap shots, 
dekes, and body checks as 
you would on a real-life rink. 
(Fortunately, the blade is 
made of foam, so you don't 
have to worry about knocking 
anyone's teeth out.) Additional 
sticks will be sold separately 
for multiplayer gatherings, 
though you can compete 
without the accessory if you 
50 choose. 

All levels of hockey are 
represented in the game, 
from the Pee Wee leagues 
to the NHL, and each has its 
own unique look and feel. 
(Pee Wee contests are played 
outdoors with teams of three, 
for example.) Fans looking for 
a hardcore simulation will find 
that, too; the publisher prom- 
ises everything you'd expect 
from a traditional EA Sports 
hockey title. —STEVE T. 
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Yoshi is usually 
found fully grown 
inside an egg. Baby 
Yoshis do exist, 
however, as shown 
in this image from 
Super Mario World. 
(What is in the 

eggs that Yoshi 
sometimes lays and 
chucks at enemies? 
We don't want to 
think about it.) 


Yoshi was born to 
give Mario a ride- 
literally. That seat 
doesn't come off! 


Egg 
chute. 


Just how does Yoshi 
stay afloat with his 
famous flutter jump? 
Perhaps it's his shoes, 
which all Yoshis are 
born wearing. 
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SHADES. 
of YOSHI 


Mario's pal has 
appeared in the 
following colors: 


Yoshi isn't Mario's most ver- 
bose companion, but he puts 
his tongue to good use grabbing 
fruit, enemies, and even prickly 
Pokeys. We can only assume 
that Yoshi has no tastebuds. 


Gobbled Goombas and the like 
are processed here into eggs, 
or belched back up as flames 
or something else Yoshi сап 
use against bullying baddies. 


FROM SUPER MARIO GALAXY 2, Wii, 2010 






POWER UP 


Ж 





= % ; : 
9 developers have set Shaun White for instance. (This real-time trans- 
Skateboarding in a city that's formation doesn't affect the frame 
Е far removed from the powder- rate, either; the developers are 
covered slopes of the Shaun White locking it at 60 frames per second.) 
Snowboarding titles. But it's a city Keeping the action constant is one 
that's dull and gray-to bring life of Ubisoft Montreal's goals, and 
to this metropolis, Shaun and his that's reflected in the way your 
pals (many of whom are characters skater interacts with his surround- 
m from the previous Shaun White ings; he will shove off walls to 
games) have to ride around and prevent getting stuck, and will start 


i 1 Н let 1 hall kati in al ti diatel 

The Flying Tomato hits the asphalt il "етос ine seein almost immediately 
1 H РН h hall —which ld b he devel | 

Shaun White Skateboarding fOr Wil, "EE, macte ketenes ing 


by riding on them, for example, accessible, especially its control 
WHEN THE SEASONS Change and transition from snowboarding or collecting a certain number scheme. The game can be played 
the snow has melted away, what's to skateboarding isn't as easy as of objects-the world will shift, with the Wii Remote by itself. 
asnowboarder to do? Why, go slapping wheels onto the board becoming brighter, more colorful, (employing the A and B Buttons, 
skateboarding, of course! It's what and calling it a day; developer and more skateable. Additionally, as well as motion controls) or with 
Shaun White does in real life (he's Ubisoft Montreal designed Shaun there are Transformation markers the Wii Balance Board accessory. 
an X Games champion in the sport), White Skateboarding to feel like inthe city; roll through these, and We haven't seen the balance board 
and it's what Ubisoft's latest Shaun the different experience that it is, the environment will shift as you're scheme in action yet, but we'll bring 
White game—appropriately titled while adding a narrative that ties skating, creating a series of grind- you our impressions as Shaun White 
Shaun White Skateboarding-is everything together. able railings that allow you to reach Snowboarding's fall release date 
all about. But making the With this in mind, the a previously unreachable rooftop, nears. —JUSTIN C. 
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Bowser is brewing trouble yet again in this month's Super Mario Galaxy 2 
(warp to page 80 for the gushing review), and his fantastic final fight with 
Mario got us thinking: which of the archrivals’ past battles were the best? 
For our gold coins, you can't top the following titanic tussles. —cunis s. 








This is actually two fights in one: an old-school 
opening round that pays homage to the original 
Super Mario Bros., and an intense platforming 
challenge in which a Godzilla-sized Bowser chases 
Mario over an ocean of lava. It's tough, original, 
and totally fun. 





Although this is the most basic battle on the list, 
Mario's second face-off with his nemesis is still a 
lot of fun (Bowser chickened out of Super Mario 
Bros. 2). The Koopa King keeps trying to jump on 
Mario's head for a change, but ends up digging his 
own grave. 





What early-’90s Super NES player could forget the 
then-state-of-the-art zoom effect used by Bowser 
in his bouncing propeller-powered balloon? The 
fight is frantic from start to finish, with Mario 
dodging Bowser's attacks and tossing his Mecha- 


The Bowser brawl in Galaxy 2 actually tops this 
one, but we don't want to spoil it so soon. The 
first Galaxy's multipart cosmic clash is still among 
the best, and rewards the player with one of the 
series’s best endings. 


Koopas back at him. 





This matchup isn’t as grand as the others (it 
takes place at the start of the game, after all), 
but we love the fact that this is the only Mario- 
versus-Bowser battle that Luigi is present for, 
and he sleeps through it. Way to go, bro! 


Bowser’s most humiliating defeat comes in his 
first 3-D fight, in which Mario repeatedly man- 
handles the big bully by swinging him around by 
the tail. This is one of the duo’s most memorable 
matches, featuring excellent use of the then-new 
Control Stick. 


Coast-to-Coast Carnage 


Sega will be adding a pair of late-'90s age shooters to their already-rich library 
of gun-game ports on Wii. The company’s newest Arcade Hits Pack will include 
1995’s Gunblade NY and its 1998 sequel, LA Machineguns. Both games are on-rails 
shooters in which the player uses aircraft-mounted guns to blow away ninjas, mechs, 
tanks, and pretty much everything else that moves. Sega has no plans to release the 
oversized force-feedback machine guns that were the main feature of the arcade 
versions, but enterprising players should be able to whip up their own with a Wii 
Remote, а jackhammer, and a roll of duct tape. casey 1. 
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and very responsible 
5 upon request. 
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( Zephyr Town's bazaar was once the grandest in the world, drawing customers and 
Ф peddlers from all four corners of the Earth. These days, though, the bazaar has 
еъ) more tumbleweeds than customers. Maybe you can turn its fortunes around! 
Lë Raise animals, harvest crops, craft rare delicacies, and then sell your wares 

£ at your very own shop! Can you bring prosperity back to Zephyr Town? 






* Barter with customers at your shop! 

* Raise a horse and compete in thrilling races! 
* Play as a boy or as a girl! 

* Find love, get married, and start a family! 





Freya 
Are you excited about 
обаш 5 festival? 
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Harvest Moon Plush Horse 


Free with) pre-order at GameStop! 
Only while Supplies last 


NXM (Sy M XI 


.` ب 








EVERYONE 
NINTENDSDS. шетаат V WAY D 7] 28 * Comic Mischief 
Serious Fun? Use of Alcohol 





ESRB CONTENT RATING www.esrb.org 


©2006 Nintendo. Nintendo DS is a trademark of Nintendo. Harvest Moon, Natsume and Serious Fun are registered trademarks of Natsume Inc. - 
©2010 Natsume Inc. ©2010 Marvelous Entertainment Inc. All Rights Reserved. The ratings icon is a trademark of the Entertainment Software Association. 


IN THIS 
SECTIO 








ШИШИРЕ REWEWS 





()pen-world gameplay collides with 8-hit style and everything 80510 
create one of the craziest WiiWare games yet: 
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Picked Up: 


TAKE THE GRAND Theft Auto 
formula, give it an 8-bit makeover, 
and spruce it up with countless "805 
video game parodies-that's Retro 
City Rampage in a nutshell. It's not 
just an open-world crime game; it's 


the wackiest, funniest, most irrever- 
ent open-world crime game there is, 


and it's on its way to WiiWare. 
"Retro City Rampage is an 8-bit 
open-world action game which 
parodies everything from the NES 
generation," states creator/design- 
er/programmer Brian Provinciano 
of Vblank Entertainment. "Imagine 
going back to the games of the 
era with the freedom to steal 
cars, blow everything up, and run 
jobs for familiar faces. The entire 
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game world is populated by these 
parodies, all outrageously mashed 
together." 

Playing as a character simply 
(and appropriately) known as Player, 
you're thrust into the seedy under- 
world of Theftropolis city circa 1980, 
where you'll find yourself swiping 
vehicles, robbing banks, running 
from the police, and reveling in as 
much criminal mayhem as you see 
fit. (All the action is presented ina 
comical, 8-bit style; there's no blood 
or realistic violence.) 

Provinciano makes no bones 
about the inspirations behind Retro 
City Rampage. “I think most of us get 
into the industry because of specific 
games we love, dreaming of working 


> 
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E [Above] The rocket launcher: for when you abso: 
lutely need to unleash maximum carnage. 


on the next one, or creating [our] 
own version{s],” he says. “[For me], 
Grand Theft Auto III was that game." 
But Provinciano didn't want to 
just make a clone; he wanted to 
add his own twist to the genre. 
"Being equally as enthused about 
NES development, my open-world 
title became 8-bit, the goal being 
to deliver the same gameplay of [a 
modern) console title, and to a scale 
no 8-bit game had reached before 
it. When it came down to mission 
design and who the player would be 
running jobs for, characters from 
other 8-bit games and such seemed 
only natural, and the idea of a them 
all living together in a comedic world 
was born." 


Presented in an overhead 
perspective, Retro City Rampage 
lets you explore the city to your. 
heart's content: you can jack any car 
you see, use any weapons you find, 
апа-іп true 8-bit style-KO anyone 
you meet by jumping on his head 
(which usually rewards you with 
coins or weapons). You can even 
pick up people and toss ет. “The 
combat mechanics take a page from 
many of my favorite side-scrollers," 
Provinciano shares. *Mario's enemy 
stomp, Sonic's speed shoes, tossing 
things around like in Super Mario 
Bros. 2 and River City Ransom—defi- 
nitely some of my favorites." 

While there's plenty to see around 
the city—including sights that pay 
homage to everything from Urban 
Champion to Punch-Out!! to Ninja 
Gaiden to Earthworm Jim—the 
bulk of the gameplay is structured 
around an assortment of missions 
(more than 40 in all). When the 
game begins, you're an underling 
for The Jester, a criminal clown who 
stages a bank heist reminiscent 
ofthe one from The Dark Knight. 
Inthe first mission alone, you'll 
drive getaway vehicles, participate 
in shootouts, run through sewers 
that could be straight out of the 
Mushroom Kingdom, and dodge 
dangerous traffic, Frogger-style. 

From there, you'll have the 
chance to provide your services to 
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а number of Theftropolis’s most- 
L wanted would-be criminal master- 
"ig 5 F 3 minds. “Like [in] GTA, the player 
SN NR a А] om does odd jobs for an assortment of 
i - SER sensim RSS š 4 [bad guys], but in this case, they're 
ЕЕЗ EES ZE ES? all either incompetent, careless, or 
VES Ў 556 | Š S Š “Ж pompous,” Provinciano explains. 
: “Nothing ever goes smoothly, and 
the protagonist comes to expect 
this, planning ahead for the next 
likely cliché.” 
As far as the gameplay goes, 
some of the missions follow the 
Picked: Up traditional GTA drive-and-shoot 


[Left] If you don't beat feet, you formula, while others are directly 


inspired by classic gaming experi- 
шеша! роого ences. “I just wasn't satisfied with 


the entire game being a variation 

of driving from A to B then shooting 
some enemies, so variety was 
incredibly important,” notes 
Provinciano. “The Contraband 
Commando [mission] is among my 
favorites. It begins by infiltrating the 
military base, stealthily sneaking 





This retro city is a well-known crime capital that has been ruled by violence and death (and parody) 
for many years. Here are some of the amusing sights you'll encounter in a small portion of the city. 
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into the back of a truck. Once in, 
you'll march up through enemy 
lines, dodging fire from enemies and 
cannons. Hop into the green jeep, 
blast the prisoner out of the hangar, 
then head to the chopper! No easy 
escape-the BioniCop swings off 
a lamppost and shoots you down. 
Boss fight! Another [mission] 
involves running down a half-pipe 
with the speed shoes, plowing 
through dozens of blue, spiky-haired 
enemies, and collecting coins while 
dodging bumpers. Get out of there 
before the base blows! Some of the 
more arcade-style missions involve 
dodge, catch, and toss gameplay." 
Other missions allow you to team 
up with a pirate to pillage Primate 
Peninsula, dive underwater to 
exterminate turtles for a cheese- 
grating supervillain, grab a ride 
with a time-traveling mad scientist, 
exorcise ghosts from a haunted car, 
and assist the persecuted principal 
of Bayshore High. As you can 
probably tell, video games aren't the 
only medium parodied in Retro City 
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Rampage; movies and TV shows are 
also fair game. 

“[The game is] an homage to all of 
my childhood favorites,” Provinciano 
confesses. “Ghostbusters, Teenage 
Mutant Ninja Turtles, Dick Tracy, 
Batman, Bill & Ted, Saved By the Bell, 
and Fresh Prince ruled my childhood. 
[The game has] received an extra 
boost of the "805." 

In addition, players can look 
forward to the appearance of a 
crack commando unit (possibly 
sent to prison by a military court 
foracrime they didn't commit) 
known as the T-Squad. “Purely 
out of coincidence," comments 
Provinciano, "you'll find them 
driving a black-and-red van. Their 
Mohawk-strutting, bling-wearing 
leader, Magnum T, packs fists of fury 
that'll send you flying!" 

In between missions you can sell 
items to a pawnshop, buy beverages 
to restore your health, listen to 
different radio stations, trim your 
mullet, change your clothes, track 
down collectible packages, and 
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engage in timed combat challenges. 
You can also stock up оп а wide vari- 
ety of weapons—20 in all—including 
a baseball bat, a nightstick, а sword 
(which you obtain from a guy ina 
cave a la The Legend of Zelda), a 
golf club, a scythe, a boomerang, a 
pistol, a shotgun (with spread-shot 
action), a machine gun, a flame- 
thrower, grenades, and dynamite. 
“The BioClaw, rocket launcher, 
and a supersecret orange weapon 
[are my favorites],” reveals 
Provinciano. “The BioClaw lets 
you fling enemies around, and 
with enough practice, into each 
other. When invincible, you can 
literally bounce off the walls while 
destroying the city using the rocket 
launcher. | can't decide what's more 
fun—blowing things up or launching 
myself around like a ping-pong ball.” 
Ratcheting up the game’s appeal 
is a healthy dose of 8-bit authentic- 
ity. The graphic engine limits the 
pixel size and color palette just like 
in the NES games of yesteryear, 
and the music and sound effects 
are likewise of vintage quality. 
Provinciano took a few liberties with 
the visuals and audio, however, to 
eliminate some of the drawbacks of 
classic gaming. Retro City Rampage 
allows for a greater number of 
sprites onscreen, adds more pixels 
to accommodate modern television 
aspect ratios, and permits music 
and sound effects to play simultane- 





[Below] Strange things are afoot 
at the Circle 








ously without any audio dropout. 
“For the record,” Provinciano adds, 
"| did experiment with the flicker 
simulation, but believe me, it's not 
something you would enjoy....” 

Furthermore, the developer is 
tuning the gameplay and difficulty 
to be more in tune with modern 
sensibilities. Remarks Provinciano, 
“Great design is led by the golden 
question of, ‘Is it fun?’ To that, | add 
a second question: ‘Is it annoying, 
frustrating or cumbersome?’ The 
latter is key to tightening up classic 
game experiences. As much as we 
love those old games, we were a lot 
more forgiving back then.” 

To top it all off, Retro City 
Rampage is being designed with 
significant replayability in mind. Not 
only can many missions be played 
repeatedly to achieve a new best 
time or high score, but the game will 
include an action-focused arcade 
mode to ensure that players will 
enjoy plentiful 8-bit shenanigans 
even after the credits roll. 

Retro City Rampage has been 
years in the making, but Provinciano 
hopes that all the hard work will 
soon pay off. “I'm still as passionate 
about the project as the day І 
started—probably even more so 
now-but it'll be a huge weight off 
my shoulders,” he admits. “I can't 
wait for it to be in everyone's hands 
and to hear their reactions.” 

If all goes according to schedule, 
Retro City Rampage should be out 
by the end of 2010. "805 icons, be 
warned-your world may never be 
the same again. —cHRIS н. 
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that are worth а varying number 
of points—that pop out of your foes 
when they are struck; whoever has 
the most points when the timer 
expires claims victory. Then there's 
Flag Match, in which the winner 

is the one who holds the “Пав”-а 
tiny panda—when the time runs 
out. At a minute apiece, all three of 
these match types are over quickly, 


Baby Bloo 


Four-player fighting 
doesn't get much crazier 
or cuter than BlayzBloo: 





balls, and Super Mario Bros.-esque 
mushrooms are thrown into the 
mix. You'll be able to experience 
the madness for yourself soon (it 
might even be available as you read 
this). —JUSTIN с. 







Super Melee Brawlers 
Battle Royale for DSiWare. 


four-player (via local wireless) arena- 
based title with charmingly cutesy 
cel-shaded combatants. For another, 









but that adds to the game's frantic 
nature. And things get really crazy 
when items such as bombs, bowling 


it's not really a fighting game in the 
traditional sense. 

Sure, one of the game's three 
modes, Life Match, is won by 
outliving your competitors, but the 
other two modes are a little less 
conventional. Point Match has you 
bashing your opponents to collect 
items—bowls of soba-noodle soup 


IT NEVER HIT Nintendo platforms, 
but last year's BlazBlue: Calamity 
Trigger was one of the most exciting 
2-D fighting games to come along 
ina while. (The fact that it was 
developed by the folks behind the 
Guilty Gear franchise, Arc System 
Works, certainly didn't hurt.) Now 
Nintendo DSi owners will get a little 
albeit much less hardcore-taste 

of BlazBlue with BlayzBloo: Super 
Melee Brawlers Battle Royale. With a 
roster composed of five fighters from 
BlazBlue—Ragna, Jin, Noel, Rachel, 
and Taokaka-this Aksys-published 
title takes a very different tack than 
its sibling. For one, it's a polygonal 


How do you make a four-player fight 





Battle of the Boogie Knights 


BACK IN VOL. 251 we brought you a preview of Frobot-the funkadelic action/ 
adventure/puzzle WiiWare game starring an afro-wearing robot from another 
dimension. In that article we focused on the game's 25-stage single-player 
mode, but that's only part of the story; we recently got to duke it out in the 
game's competitive "Multiplaya" mode. Like in Wii Play Tanks, each player 
moves their own color-coded Frobot using the Control Stick on the Nunchuk 
controller and aims by pointing at the screen with the Wii Remote. The action 
escalates to pure chaos pretty quickly. Not only do your standard energy-gun 
attacks ricochet off walls (meaning that you can easily destroy yourself if you 
aren't careful), but you also have four hazardous special weapons to contend 
with: missiles, mines, bombs, and the Jive Stalker (a glittery, explosive disco ball 
that you guide with the remote). The 10 battle arenas make the combat even 
trickier; they're equipped with hazards and features such as bottomless pits, 
destructible walls, warp gates, exploding canisters, and moving platforms. The 
Frobot left standing at the end goes home with one of his robotic lady-friends, 
while the others lie smoldering in the disco inferno. —cHRIS H. 
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There's a duel at the disco! We check 
out Frobot's multiplayer versus mode. 





Get down, get funky, and get blown to pieces in frantic four-player action. 


- Easy To Play 

- Ceramic Flute 

: - Songbook/Tutorial Inclu 
- Minuets, Serenades, Requ 
өнізнгілтейеі іп Џ.5.А. 











EVALUATION STATION 
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7 CARD GAMES 


PUBLISHER: CERASUS.MEDIA 
GENRE: 
NINTENDO DSi POINTS: 500 


This collection’s two poker 
games, three variations on 
solitaire, and hearts and 
blackjack iterations don’t 
have bells or whistles. But 
control is solid, the Alis 
strong, and the graphics аге 
easy to read. If you havea 
hankering for a card game, 
you don’t need anything 
else. —GeorcE 5. 


Grumble Grumble Recommend 
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id fighting mechanics. ‘However, the 90 -Wii 
i sabit steep, тү since КО 


DSiWARE 


NOY 
= 
9 9 


1001 CRYSTAL 
MAZES COLLECTION 


PUBLISHER: ТЕҮОМ 
GENRE: PUZZLE 
NINTENDO DSi POINTS: 500 


The challenge in Crystal 
Mazes is that you can only 
push-not pull-gems as you 
navigate them through tight 
passages. You can, however, 
undo steps if you get stuck 
ina corner. Some duds in 
the 1001 mazes give you 
more tedium than puzzle 
solving, but most balance 
out the mundanity with 
genuine head-scratching. 
The interface is a bit odd, 
though, and the instructions 
are lacking. —GEonGE s. 


Hmmm... 


AIRACE 


PUBLISHER: QUBICGAMES 
GENRE: RACING 
NINTENDO DSi POINTS: 800 


AiRace: Tunnel, AiRace’s 
predecessor, was...not good. 
Fortunately, QubicGames 

is ready to make amends, 
treating air racers to top- 
notch graphics, a tasty selec- 
tion of planes, ambitious 
(and varied) race environ- 
ments, and a feature set 
that screams, "repeat play!" 
—PATRICK C. 


Recommended 


ШЕТИНЕ CONSOLE 


MEGA MAN 4 


PLATFORM: NES PUBLISHER: CAPCOM 
GENRE: ACTION ORIGINAL RELEASE: 1992 


up Mega! Man'sa 
' doesn't add alot to. 
i me of running andj jumping through levels, fi 


| isal gin 50 good, however, it 


xcellent, the music rocks, and 1 е challenge is spot-on. 


Recommended 
DSiWARE 
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PUBLISHER: MAD MONKEY STUDIOS GENRE: ACTION‏ 
NINTENDO DSi POINTS: 500‏ 


AlphaBounce greatly expands on the stan- 
dard Arkanoid-style block-breaking formula 
by wrapping the core gameplay around an 
extensive adventure mode. Not only is there 
aseemingly endless number of action-packed 
stages, but there are ample opportunities to 
upgrade both your paddle and your ball thanks to a plethora of 
power-ups that will occasionally rain down on you, dozens ata 
time. Mad Monkey Studios has breathed new life into this classic 
genre by adding a surprising amount of depth. The load times 
between stages can ре а bummer, but it’s asmall complaint. 


Recommended 


Phil T's Pick 
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ZAXXON 


PLATFORM: ARCADE 

PUBLISHER: SEGA 

GENRE: SHOOTER 

ORIGINAL RELEASE: 4982 
Old-timers are likely to | 
remember Zaxxon fromthe | 


that of other classics 
ers like Galaga, thou; 
That nifty perspe 
makes ШІП 


‘still fun, but probably notas. 
fun as yourecall.—pmıı T. | 


BLOONS 


PUBLISHER: HANDS-ON MOBILE 
GENRE: PUZZLE 
NINTENDO DSi POINTS: 500 


The WiiWare version of 
Bloons had an ОК concept- 
you throw darts to pop a cer- 
tain quota of balloons—but — 
it wasn’t executed very well. 
Fortunately, the DSiWare 
version is much improved. 
thanks to the touch screen- 
centric control scheme. Too 
bad the game as a whole still 
isn't that great. —sustin с. 


Hmmm... 








= = 
: Š 








IN THIS 
SECTION 


Wii PREVIEWS 
D 


99.34 
05:40 


ра.45 


DS PREVIEWS 





Z 






38 текс rower 


A 


оо 


` Z 
= 


fag—you're rich! 


THE VENERABLE Dragon Quest series 

has rarely been on the cutting edge of 
anything-it didn’t even fully embrace 
3-0 until four years ago. But in building 
the newest chapter around the Wi-Fi 
capabilities of the Nintendo DS handheld, 
Dragon Quest creator Yuji Horii has 
placed the series at the very forefront of 


DRAGON QUEST IX: 
SENTINELS OF THE 
STARRY SKIES 





casual multiplayer gaming. Japanese fans 
responded enthusiastically to the new 
features, making Dragon Quest IX the 
region’s best-selling game of 2009 and 
the best-selling Dragon Quest ever. This 
summer, American RPG fans will finally 
get to see what makes this DS-exclusive 
installment so inventive. 


Gastropog 
Sie Meowgician. 








First and foremost, Dragon Quest IX 
allows up to four players to team up over 
a local wireless connection. The multi- 
player options aren’t restricted to some 
side mode; after a brief opening chapter, 
players are free to play through the 
entire game with their friends and loved 
ones watching their backs. Unlike other 
games that offer multiplayer with severe 
restrictions such as forcing the characters 
to stay in the same area, Dragon Quest IX 
allows players to split up, explore differ- 
ent areas, and even fight different battles 
at the same time. Lest a player get lost or 
run into trouble, the host of the game has 
the ability to summon his friends to his 
side at any time. 

Awell-implemented multiplayer fea- 
ture is nothing to sneeze at, but in Japan 
it was Dragon Quest IX’s clever imple- 
mentation of Tag mode that emerged as 
the breakout hit. In the game's central 
city of Stornway, players help establish 
a giant hotel that serves as the hub for 
all of the game’s multiplayer features. At 
any time, players can choose to “Canvass 
for Guests,” which involves putting your 
Nintendo DS into sleep mode by closing 
the lid. As you go about your daily life 
with your DS in your backpack or pocket, 
the system will exchange information 
with the DS systems of other Dragon 
Quest IX players who are also canvassing 
for guests. When you next fire up your DS, 
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you'll find those players’ heroes 
are now guests at your hotel. 

The exciting part is that guests 
often come bearing gifts. The world 
of Dragon Quest IX is full of hidden 
dungeons that can be located only 
with treasure maps, the first of 
which you'll receive in an in-game 
quest. Follow the map to the red 
X, and you'll discover a randomly 
generated dungeon with unique 
bosses and rare loot at the end. If 
you find an especially good map— 
one that leads to a dungeon with a 
great weapon or money-rich gold 
golems—you can set it so that your 
hero will share it with other players 
while staying at their hotels. This 
feature became so popular in Ja- 
pan that for weeks after the games 
release, players would congregate 
at certain game stores, fast-food 
restaurants, and train stations 
to trade maps. Or they’d simply 
“canvass for guests” on their daily 
commutes, earning dozens of trea- 
sure maps from unseen strangers 
on the train or bus. 

Dragon Quest IX also has a lot 
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Create your character. 











Crivvens! You want to take up the challenge 


to defeat the Wight Knight? Tell me your 


name, laddie! 


1 Gender EH Male 
2 Body Type : Торез 
3 Hairstyle : Types 
а Hair Colour: Type 5 
5 Fac 2 Туре 
6 Skin Colour : 

7 Eye Colour : 








[Right] Dragon Quest IX lets you create not only your main character 
from scratch, but also your additional party members. You get to 
Choose how your characters look and select their job classes. 


to offer as a single-player experi- 
ence. The game looks spectacular, 
with 3-D environments and models 
that rival a lot of home-console 


[Below] Visit the Stornway 
inn to recruit allies and 
team up with friends. 


"Call Up a Friend 


Recruit a Friend 
Part With a Friend 
Cancel 


So, what can I do for you, sweetie? 


games. Players who are going 

it solo can create their entire 
party, hand-picking their gear from 
among 1,000-plus different arma- 












ments, each of which has a unique 
in-game appearance. A system of 
selectable vocations (warrior, thief, 
martial artist, mage, etc.) adds a 
bit of depth to the usual Dragon 
Quest battle system, and for the 
first time enemies are visible on the 
world map so that players can pick 
fights or avoid them as they choose. 

We'll be bringing you a deeper 
look at the long-awaited North 
American version of Dragon Quest 
D next month. All we ask in return 
is that if you get a good map-say, 
the one with all those high-EXP 
Metal Slimes—you flip on Tag mode 
and share the love. casey L. 
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THE MADDEN SERIES has never 
really found its groove on the Wii 
console. Last year, the folks at 
EA Tiburon took the most radical 
steps yet toward truly tailoring 
the experience to Nintendo’s 
unique platform. The developers 
got a lot of things right, but as 
they readily admit, they failed to 
capture their core audience. The 
biggest culprit? Their treatment 
of Franchise mode, long the bread 
and butter of the series. Players 
could access the mode only viaa 
secret password, and those who 


Ш.,ктекос power 


did manage to unearth it were 
greeted with a simple roster up- 
date pasted on top of the previous 
year’s interface and options. 

This year, Franchise mode re- 
turns to the forefront with a new 
approach specific to Wii. Tiburon’s 
goal is to present everything in a 
more visual, user-friendly manner 
without sacrificing any of the 
depth fans have come to expect. 
All of the mode's traditional op- 
tions are present and accounted 
for, but rather than access them 
through a series of menus, you'll 


ІШ 


(Citing new franchise opportunity 


point and click at various facilities 
on your team’s campus. It looks a 
bit like something out of SimCity; 
that comparison is crystallized by 
the fact that your performance 
will affect the installation’s ap- 
pearance (see the sidebar). For 
the first time ever, you’re also 
given a concrete objective: to 
build your team’s legacy until it’s 
considered the greatest franchise 
of all time. Your progress is 
tracked in three categories—team 
performance, fan support, and 
finance—and measured against 


[Left] Neither snow 
nor rain nor gloom 
of night keeps Moss 
from the end zone. 








а list of such legendary teams as 
the "705 Steelers, the "805 49ers, 
and the "905 Cowboys. 

At the beginning of each 
season, expectations are set for 
all three categories, and if you fail 
to meet them, you could lose your 
job (though the game does give 
you the option to continue playing 
the franchise, even if you can no 
longer “win”). An assistant spe- 
cializing in each category will help 
keep you off the hot seat, offering 
advice and providing updates on 
your progress. They'll also come 
to you with special scenarios from 
time to time. For example, the 
team trainer—who advises you on 
team performance—may notify 
you that a certain player has been 
showing up late for practice. If 
you decide to hit the offending 
player with a fine, you'll show that 
you mean business (and boost 
your finances in the process), 
but it could negatively affect his 
morale. Letting him off with a 
warning, on the other hand, might 
set a bad precedent for the rest of 
the team. 





PREVIEWS 


Detense 


- Ee 





JULY 2010 M 














RRR 
NS 


SSS 





NN 















TEAM PERFORMANCE ADVISOR 


The High School Football 
Championship was held in 
our stadium last Friday and 


it looks like our goal post 
was torn down. We need to 
remedy this. 


Please choose from the options below. 


Hire emergency ground crew 
Put in the temporary one 


Whatever your decision, you 
can always look to trade the bum 
at the end of the year. You'll also 
participate in the draft, decide 
whether to sign free agents, and 
attend to other customary off- 
season business, though Tiburon 
has now separated the process 
into four stages in the hopes of 
making it easier to digest. 

Owners who manage their 
franchises exceptionally well 
should be able to lead them to 
the top of the all-time list in 
four or five seasons, Tiburon es- 
timates. After you’ve completed 
that objective, however, you can 
continue playing for a total of 
up to 30 years, just as in previ- 
ous installments. Maybe Brett 
Favre will have finally decided to 
retire by then. 

The other big feature being 
touted for Madden NFL 11 is 
called GameFlow, which has the 
Al choose all of your plays for 
you. Tiburon found that although 
most playbooks consist of more 
than 200 unique plays, your 


© LET ADVISORS HANDLE IT 


average Madden competitor 
uses only 13 over the course of 
an entire game. By leaving the 
Xs and Os to the Al, you can cut 
the duration of a normal game 
in half-from 50 minutes to 
about 25 minutes. GameFlow 
eliminates the play-call screen 
entirely, illustrating your routes 
and assignments directly onto 


[Left] We hope “Let advisors handle it” 


team performance advisor 


the field as you approach the line 
of scrimmage. You can call an 
audible if you’re unhappy with 
the Al’s selection, and you have 
the option to turn off GameFlow 
at any time. Of course, you can 
choose to call your own plays 
from the very beginning, as well. 
The exaggerated visual 
style introduced in last year’s 
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game returns, albeit with a few 
enhancements. Special atten- 
tion has been paid to inclement 
weather in particular. During a 
heavy downpour, for instance, 
you'll notice the splash of water 
beneath a runner’s feet. Ina 
snowstorm, the crowd will bun- 
dle up with scarves and heavy 
jackets. Jerseys get covered with 
dirt and mud over the course 
of a game, and the messy field 
affects the way players move. 
The developers have also added 
a bunch of new animations for 
spectacular catches, bone-jarring 
hits, and other moves worthy of 
the highlight reel. 

If nothing else, Madden NFL 
11 is certainly the most ambitious 
update the venerable series has 
seen in quite some time. We're 
anxious to try the fruits of that 
labor and, hopefully, lead the 
Vikings to 30 straight Super 
Bowls. —STEVE T. 


PUBLISHER: ELECTRONIC ARTS 
Wii DEVELOPER: EA TIBURON 
RELEASE: AUGUST 2010 
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UNLEASH AERIAL ATTACKS, 
LAND, DEUS TATING COMBOS, 
AND ACHIEVE МЕН SKILLS 
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Mild Language 


Suggestive Themes | | N 1 мт Е N DO 
www.esrb.org = 2) CH DS. 
7 >с 





TOEI ANIMATION 


CJ) 


хы 





ENEE) 


PREVIEWS 
کر‎ 





WHAT IS GOOD? What is evil? 
Sometimes it’s hard to tell. In 
The Last Airbender for the Wii 
console and the Nintendo DS 
handheld, you'll get to see а 
story unfold from two differing 
viewpoints so you can make that 
judgment yourself. Based on M. 
Night Shyamalan’s The Last Air- 
bender movie (which is, in turn, 
based on the Avatar: The Last Air- 
bender cartoon), the game puts 
you in control of both Aang (the 
title character who is destined to 
bring balance to the world) and 
Prince Zuko (an exiled royal of 
the aggressive Fire Nation who 
wants to capture Aang and bring 
him home in chains). 

As young Aang you'll use im- 
pressive staff skills to bash Fire 
Nation soldiers, and manipulate 
the winds to not only attack 
enemies, but also to pick up ob- 
jects (which can then be thrown, 
set down to trigger switches, or 
slammed to the ground should 
the need arise). Addition- 
ally, Aang can activate “insight 
mode,” which lets him move 
superfast—essential for solving 
some of the game's puzzles that 
require you to remotely open 
a door then get through the 
door before it closes—and ride 
paths of wind emitted by special 
statues. 


M enen power 











Zuko, meanwhile, is a bit less 
cerebral; his stages feature fewer 
puzzles and more straight-up 
combat as he clobbers foes with 
fireballs, flaming punches, and 
screen-clearing firebombs. If he’s 
near a fire pillar, he can even 
enter a first-person mode that al- 
lows him to scorch enemies from 
afar. Zuko also gets to engage in 
Prince of Persia-esque platform- 
ing (he can climb walls by grab- 
bing vines and certain rocks) and 
take advantage of stealth attacks 
to instantly dispatch unsuspect- 
ing foes. 

Despite the differences 
between the two characters, 
their destinies are intertwined; 
in the Wii game you'll often play 
through а stage as опе character, 
then play through a modified 
version of the same stage as the 
other. At one point, for instance, 
you play as Zuko to infiltrate an 
enemy castle and rescue Aang 
(only so Zuko can recapture 
him, of course), after which 
you take control of Aang to flee 
the stronghold. As you escape 
you'll see Zuko running from the 
guards; too bad he doesn’t stick 
around to help you defeat the 
level boss, a Fire Nation tank. 

While the Wii version is a fairly 
realistic-looking third-person 
action-adventure, the DS game is 





on the cartoony side and utilizes 
more of a top-down perspective. 
It adds several RPG elements to 
the mix, as well, including nonlin- 
ear levels, side quests, collect- 
ibles that extend your health or 
chi, upgradeable special moves, 
and numerous nonplayable char- 
acters with whom you can inter- 
act. The game is almost entirely 
touch-controlled, too; although 
you must hold 1 or R to enter a 
combat stance, you use the touch 
screen for moving, fighting, 









Aang [left] and Prince Zuko [above] each 
[SM have their own unique moves 


THE LAST AIRBENDER 


Bend the air. Fan the f 


conversing, and unleashing your 
elemental powers. 

When the winds of change col- 
lide with the flames of war, what 
will be the ultimate outcome? 
We'll find out when The Last Ајг- 
bender is released this summer. 
—CHRIS H. 


PUBLISHER: THO 


If only all history lessons were this 


It would be easy to sum up Sengoku Basara Samurai Heroes as just 
a Dynasty Warriors clone, but Capcom's hack-’n’-slash title has a 
few key elements that set it apart from Koei’s long-running series. 
For one, Samurai Heroes is set in 16th-century Japan (instead of 
ancient China), when the conflict between the east and west even- 
tually led to the unification of the country. Additionally, this game 
is much more character-focused than Dynasty Warriors. There 
are more than 15 characters to choose from (many of which are 
based on actual historical figures), and they are all distinct and 
outlandish. The sword-swinging Mitsunori Ishida slices opponents 
with blink-and-you’ll-miss-it speed, for instance, whereas his ri- 
val, leyasu Tokugawa, eschews slashing in favor of punching foes 
with his gauntlet-covered fists. The gameplay, too, is over-the-top: 
you’re one person cutting swathes through waves of enemies, af- 
ter all, and you've got abilities such as Hero Time (think the slow- 
motion bullet time from the Matrix flicks) and the powerful crowd- 


[Below] Masamune Date does his best 


action-packed... Wolverine impression. 





Clearing Basara Arts at your disposal. —JusTIN с. 
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RIVER CITY SUPER 
SPORTS CHALLENGE 


Kunio hits the streets for another go-round. 


Aksys Games is putting together a one-two punch to revive the fabled Kunio-Kun game 
series—a fount of classic action/sports titles back in the day (Super Dodge Ball, River City 
Ransom, Nintendo World Cup Soccer, etc.). We review the “one” of that combo, River City 
Soccer Hooligans, in this issue. Next up, an every-man-for-himself affair that purifies the 
franchise by ditching the beautiful game; this is about beating folks up, remember? 

Super Sports Challenge pits Kunio and his hot-blooded compadres against the Tobioka 
Conglomerate in a tournament of minigames. Cross Country and Obstacle Room events 
are all about racin’ and fightin’, Treasure Scramble is all about collectin’ and fightin’, and 
Tournament Fight is all about...fightin’. In addition to tournament play, Challenge and Free 
Battle modes provide alternate paths through the same events. A character/team-building 
feature and Download Play round things out. 

Preview play proves a mixed bag; while the brawling engine brings much love to Kunio- 
Kun fans (dashing kicks and tire throwing: check!), some of the game mechanics give cause 
for concern. (Racing events, for example, reset the runners’ positions each time you enter 
a new course segment.) Fingers crossed for a polished final release! —PATRICK с. 
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FLIP’S TWISTED WORLD 


FLIP WASN'T TRYING to get into 
trouble. He just wanted to follow 
in the footsteps of his adoptive 
father and become a wizard. So 
who can blame him for sneaking 
into the forbidden room (the one 
clearly labeled Keep Out) and 
taking a look at the magic book 
called The World? How was he to 
know that he’d get sucked inside 
without an easy way to return? 

Luckily, Flip brought along his 
magic cube—a talking wizard- 
training device with multiple-per- 
sonality disorder. When Flip steps 
on glowing Power Tiles he earns 
new abilities for the cube; the first 
one he acquires is the rotation 
power. By holding the B Button 
and turning the Wii Remote con- 
troller (or holding a direction on 
the Control Stick), you can rotate 
the entire game environment, 
thus enabling you to walk on walls 
and ceilings. Twisting the world is 
integral to the entire adventure, 
and it allows for some extremely 
creative level design that adds a 
significant puzzle element to the 
platforming. 

The early areas are pretty 
straightforward. In the first 
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world, The Void, you'll walk along 
palm tree-filled paths, collecting 
coins, smacking enemies, destroy- 
ing monster generators, convers- 
ing with helpful characters, 
pushing blocks onto switches, and 
occasionally rotating the environ- 
ment as necessary. At the end is 
the self-proclaimed Slug King, 
who you defeat with the aid of a 
giant salt shaker. 

As you acquire Chapter Stones 
(the keys to escaping The World), 
you'll be able to access other 
locales, including a medieval 
castle keep, a lush jungle, a frozen 
glacier, and a clockwork tower. 
You'll also earn new cube abilities, 
such as the use of a spiked flail 
(that can smash through rubble 
and defeat otherwise-unbeatable 
bad guys) and elemental powers 
of flame, electricity, water, and 
ice. Despite the game’s cute (and 
extremely visually impressive) 
exterior, the levels soon become 
quite challenging and com- 
plex-it's not long before you're 
exploring convoluted stages that 
look like they came out of an MC 
Escher painting. 

Flip’s Twisted World still has 


[Left] Flip looks like 
a hobo more than a 

hero, but he's got all 
the right moves. 


some rough edges, but Majesco 
appears to be giving the develop- 
ersthe time they need to make a 
finely tuned platformer; the game 
was recently delayed from June 
until September. Assuming the 
emphasis on quality continues, 











this one could be something 
special when it finally hits store 
shelves. —CHRIS н. 
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The OFFICIAL 
GUIDE TO 


If you love Mario as much as we do, then you can't 
miss this special tribute to the mustachioed man 
of action. It’s packed with fun facts about every- 
one's favorite high-flying hero, detailed looks at 
the games that made him famous, his coolest 
cameos, and lots more. Plus, we've even included 
10 pull-out posfers of classic Mario artwork and a 
custom sheet of 29 Mario stickers! Pick up your 
copy before Bowser torches ет all! 


ON SALE NOW! 





























NINTENDO PROPERTIES ARE TRADEMARKS OF NINTENDO. © 2010 NINTENDO. 











| PUBLISHER: SEBA DEVELOPER: заме TEAM RELEASE: FALL 2010 


50 NINTENDO POWER 


One of gaming e biggest icons looks to get | 
back on track with Sonic Colors. 
No gimmick necessary. 
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Sonic may very well be the most provocative figure in 
video games. That may seem a strange thing to claim 
about an anthropomorphic hedgehog, but no other 
character seems to evoke a more spirited response 
among the gaming community and on Internet 
message boards (just Google “The Sonic Cycle”). 
After rising to prominence in the early "905 and 
starring in some of that decade's greatest hits, Sega's 
fleet-footed mascot has had a tough go of it the past 
10 years. Not all of his recent works are without 
merit, but for every solid outing like Sonic Advance, 
there's a soaring disappointment like 20065 Sonic 
the Hedgehog for Xbox 360. As a result, the Blue 
Blur's reputation has taken a beating, and each new 
game announcement is met with a heavy dose of 
skepticism from his longtime fans. 
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[Right] So 


ne at Sonic Team must be a fan of 
the Game Boy Advance cult classic Drill Dozer. 





That leads us to our world-exclusive unveiling 
of Sonic Colors. I’ve covered this franchise in 
the pages of Nintendo Power for many years, 
and though I've perhaps been more forgiving of 
its missteps than most, | can honestly say that | 
haven't been this excited about a Sonic title since 
Sonic Adventure on Dreamcast. I'm not going 
to call Sonic Colors a return to the hedgehog's 
roots, however. That's a lazy and overused 
phrase when it comes to this series, and I'm as 
guilty as anyone of leaning on it. Plus, going back 
to basics shouldn't have to be a prerequisite to 
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making a fun Sonic game. The developers just 
need to make better design choices than, say, 
arming our hero with a sword or transforming 
him into a werehog. And that's where Sonic 
Colors shows tremendous promise. 
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Playing with 
Power-Ups 


Rather than saddle its prickly speedster with some 
overbearing gimmick, Sonic’s latest romp takes a 
less radical approach to spicing things up. It calls 
upon a tried-and-true video game concept that's 
served fellow platforming icon Mario for years: 
the power-up. Scattered throughout each stage 
are otherwordly Wisps that come in various colors 
(hence the game's title) and temporarily bestow 
our hedgehog with unique abilities. Yellow Wisps, 
for example, turn Sonic into a drill, allowing him to 
burrow underground or to zip through water like a 
torpedo. Green Wisps, on the other hand, convert 
Sonic into pure energy and let him shoot across 
the screen like a laser, annihilating any foes in his 
path. According to Sega, we should expect seven or 
eight different Wisps in all. You can carry only one 
atatime, and to activate its power, you simply flick 
the Wii Remote controller. A gauge at the bottom 
ofthe screen shows how long you have until the 
ability wears off—about 10 seconds in the case of 
the yellow Wisp (though you can refill the gauge by 
snagging another Wisp while you're drilling). 

And that's the new gameplay hook in Sonic 
Colors. It's like sprinkling a little bit of seasoning 
on your dish instead of drenching it with some 
pungent sauce until you can't even recognize the 
original flavor. That welcome show of restraint 
pervades other aspects of the game, as well. Sonic 
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Sonic Colors is also coming to the Nintendo 

DS handheld, courtesy of Dimps, the same [^ 

studio responsible for Sonic Rush and Sonic 
Adventure 
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the handheld it 





Wisp also activates certain mechanis 
thi ou can ignite a rocket plat: 
for inst ۸ 
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For the past few months, Sega has been pretty quiet with regard to its 
other upcoming Sonic game, Sonic the Hedgehog 4. It turns out that 
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the downloadable title has been quietly delayed until later this year to 
improve its overall quality. For an update, we spoke with Sega brand 


manger Ken Balough. 


NINTENDO POWER What prompted the delay? 
KEN BALOUGH A desire to be better. Sega has 
received a terrific response f 
ling Sonic 4, an 
we're delivering an exce 
To that end, we are exte 
j improving on an alr |y terrific product. 
In addition, we will be incorporating feedback 
we have received from community itself, 
making this game truly for the fans! 











nt to ensure that 














Which elements are the team looking to 
change or improve? Is this a significant 
overhaul or is it more а matter of tweaks 
and polish? 


Well the game isn't complete yet, but what the 
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от the community 


lent Sonic 4 experience. 
ng the development 






improving physics, balat 
design itself. 


Will this affect the episodic plans for the 

game or Sega’s approach to future episodes? 

The story and number of episodes for 
1 established, What E 








t we have received both interna 
onic 4 is targeted at all of us 
ith the Genesis-era 
havean internal is very 
this title and has a lot of pride 
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[Left] Now that’s what we call a burger. Your move, McDonal 
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is the only playable character. Motion controls 

are limited to the aforementioned Wisp activation 
and tilting the Nunchuk controller to drift around 
hairpin turns. And what we've seen of the narrative 
is minimalistic, lighthearted, and appropriately 
goofy. More on that later, but rest assured that we 
won't be subjected to any uncomfortable romances 
this time around. 

The action switches back and forth between а 
3-0 behind-the-hedgehog perspective and а 2.5-D 
side-scrolling view, with the latter accounting for 
about 70% of what we played. The 3-D sections 
usually take place on a fairly narrow path and 
encourage you to keep moving forward at high 
speeds, whereas the side-scrolling portions tend 
to slow things down with quite a bit of platforming. 
That mix definitely lends the game a better sense 
of pacing than in recent Sonic titles. What's more, 
there are tons of hidden paths accessible only with 
certain power-ups, offering plentiful opportunities 
for exploration. Just the amount of underground 
real estate you can survey with the drill is 
enormous and littered with nooks containing rings, 
1-Ups, and mysterious emblems (the purpose of 
which Sega wouldn't reveal). Reaching some of 
those subterranean goodies requires a few extra 
moments to bore through chunks of rock, but you 
have to keep a close eye on the time gauge; if the 
power-up expires while Sonic is still underground, 
you'll have dug his grave. During our demo, we also 
discovered the occasional antenna, which serves 
as a conduit for the laser power-up, teleporting 
Sonic instantly to another part of the level. Those 
are the only two Wisps we got to try for ourselves, 
though Sega also described a rocket power-up that 
fires Sonic “into the stratosphere.” 


Тие Wonderful 
Worlds of Rohotnik 


Following in the footsteps of Super Mario Galaxy, 
Sonic Colors spans a number of planets. The Blue 
Blur's arch nemesis, Dr. Robotnik, has pulled these 
worlds together using a ginormous tractor beam 
and turned them into a sprawling, interplanetary 
amusement park. We suspect his interest in the 
planets has something to do with their native 
Wisps. Where the amusement park figures into 
Robotnik's plan we're not entirely sure, but Sonic 
definitely seems more at home in this sort of crazy 
atmosphere than he has in the relatively realistic 
settings of his last few games. You'll travel from 
planet to planet via a world-select map, and at cer- 
tain points in the game, you'll have limited freedom 
to choose which destination to tackle next. Our 
brief glimpse at the map revealed eight planets, 
including one shaped like the head of a certain 
metallic foe. Whether that's the full complement of 
the worlds on offer or whether the map eventually 
expands to reveal more, Sega wouldn't say. 

The level designs themselves are very fantasti- 
cal, as well, harking back to the likes of the Casino 
Night Zone in Sonic the Hedgehog 2. Our demo 
kicked off with a stage called the Tropical Resort 
Zone, which looks like a futuristic Las Vegas in 
outer space. Gaudy neon signs and elaborate 
water fountains welcome you to the park while. 
multicolored spotlights illuminate the night, 
calling your attention to the hover cars overhead. 
Giant Ferris wheels dominate the skyline, and 
beyond them looms the majestic horizon of a 
nearby planet. Our favorite touch, though: hearing 
Robotnik's voice over the PA system, informing 
visitors that there's a vehicle in the parking lot with 
its lights on. Perhaps the megalomaniacal scientist 
has found a new calling after all! 

Or judging by the Ferris wheel that transforms 
into a murderous robot at the end of the stage, 
maybe not. Your battle with the game's first boss 
takes place in the 2.5-D perspective and finds 
Sonic encircled in a massive ring. As the killer 
carnival ride tries to flatten our hero with its 
hands, you have to reach the weak point on its 
head either by gaining enough speed to run up 
the ring or by catching a ride on the boss's spin- 
ning passenger cars. Simply jumping on said weak 
point will get the job done eventually, but you'll 
expedite the process if you can snag the green 
Wisp atop one of the cars and get a clear shot at 
your adversary's head with the laser. According 
to Sega, the power-ups can come into play in a 
similar manner against all of the game's bosses. 

The Sweet Mountain Zone takes things even 
further into the bizarre-o-sphere, surrounding 
Sonic with donuts, pancakes, and other assorted 
foodstuffs the size of mountains. Rather than 
use the drill power-up to tunnel through soil, he 
burrows through giant layer cakes with it. Rockets 
filled with jelly beans attempt to bring our hero's 
journey to a bittersweet end, but he can use the 
sugary instruments of destruction to his advan- 
tage by flipping a switch that draws enemies into 
the line of fire. Such zone-specific gimmicks are 
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3-D playfield for its bos: 
Our brief demo concluded with a battle 
inst a giant robot shaped like a globe. 
After you hit the rotund machine a couple 
of times, it flies to the top screen and 





Wisp. Doing so allows you to follow your 
foe and continue the assault rather than 
ply dodging his missiles while you wait 
for him to return to Earth. 

The Rush titles are a source of some 
debate among Sonic’s most orthodox fans, 
but we've enjoyed them quite a bit and have 
high hopes for this spiritual successor. 








sprinkled throughout each stage, as are familiar 
platforming obstacles such as air vents that make 
Sonic float uncontrollably. In another nod to the 
classic Genesis games, every level concludes with 
the hedgehog stepping on a button to free dozens 
of Wisps from a metal capsule. 

Visually, Sonic Colors pushes the Wii hardware 
like few other titles. The environments feel 
incredibly expansive and there’s always a lot 
going on in the background, bringing the worlds 
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[Above] It’s time for Sonic to introduce this boss 
toa little global warming. [Left] The Blue Blur 
catches a ride оп a jellybean rocket. Willy Wonka, 
eat your heart out. 


to life. Better still, we didn't notice a single frame- 
rate hiccup during our play test. The soundtrack 
is an upbeat, jazzy concoction, eschewing the 
franchise's tired electric-guitar sound in favor of a 
robust horn section. 

125 been а long, strange journey for our favorite 
hedgehog these past few years, but if Sonic Team 
continues in this direction, we're optimistic that they 
can return the Blue Blur to greatness. At the very 
least, there's no sign of that morbidly obese cat. 
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For the past few years, 
almost every new Sonic title 
has had a different producer, 
which was likely a factor in 
the brand’s recent identity 
crisis. Hoping to remedy 

that and bring the franchise 
under a singular vision, 
Takashi lizuka—a Sonic Team 
veteran who served as senior 
game designer on both Sonic 
the Hedgehog 3 and Sonic 

& Knuckles—has taken the 
reins of all things hedgehog, 
starting with Sonic Colors 
and Sonic the Hedgehog 

4. We sat down with the 

Blue Blur’s new guardian to 
discuss not only Sonic Colors, 
but also his views on the 
series as a whole. 


NINTENDO POWER Can you tell usa 
little bit about the origins of the 
story for Sonic Colors and why it 
takes place on these different plan- 
ets in outer space? 
TAKASHI HZUKA Sonic Colors is set in 
amassive outer-space amusement 
park constructed by Dr. Robotnik. The 
original plan simply called for a large 
amusement park, but we began to 
feel that any sort of terrestrial amusement park 
would be too small to contain Sonic's adventures. 
That led to the idea of making a park that spanned 
entire planets. 


Many recent Sonic titles have been set ina 
world that feels somewhat realistic. Sonic 
Colors, though, obviously returns to level 
designs that are more fantastical. Was that 
something you felt was important? 

Absolutely. Even before development on Sonic 
Colors began, we were adamant that the next Sonic 
game should have a fun and fantastical flavor. 
Recent advances in game hardware have made 
photorealistic graphics possible, but we wanted ко 
take that same technology and try using it to create 
amore imaginative visual style and a richer game 
experience. Making something exciting and new 
and fun-that's what Sonic is all about, and we really 
wanted to focus on that with Sonic Colors. 


During our demo, we got to see the Tropical 
Resort and Sweet Mountain zones. Can you 
give us any hints as to what other types of 
worlds we'll see in the game? 

Tropical Resort and Sweet Mountain are each small 
pieces of a giant amusement park. Tropical Resort 
is the sort of tourist-hotel area built around the 
park's entrance, while Sweet Mountain is a slightly 
offbeat attraction inspired by a candy factory. АН 
ofthe stages are like that: fun areas built around 
the theme of classic amusement-park attractions. 


Who is directing Sonic Colors? And what other 
games has this particular development team 
worked on recently? 

The director of the Wii version is Morio Kishimoto, 
who was the lead game designer for both Sonic and 
the Secret Rings and Sonic and the Black Knight. 
The director of the DS version is Takao Hirabayashi, 
who was the lead planner of Sonic Unleashed. Their 
teams are primarily comprised of the planners, 
designers, and programmers who worked on Sonic 
Unleashed and Sonic and the Black Knight. 


What was the inspiration for the Wisps and 
power-ups in the game? 

When you say "Sonic," the first image that pops 
into most people's heads is that of Sonic running. 
And until now, we haven't really been able to suc- 
cessfully implement any moves besides running. 
We wanted to explore ways of adding new moves 
and new styles of play without sacrificing the 
traditional Sonic running action, and that led to the 
creation of the transformation power-up system. 


Which is your favorite power-up in the game, 
and why? 

The laser and drill power-ups that we showed off 
earlier are definitely among my favorites. | had 
been worried that the move where Sonic burrows 
into the ground with the drill power-up would be 
too difficult to implement, but the staff put a lot 
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of energy into it and really pulled it off. It's a lot 
of fun to do, and the tempo is just perfect. 
However, there are other power-ups in the game 
that are even more bizarre and fun to use, but 
we're not allowed to show them off yet. Please 
look forward to it! 


The last few Sonic games have featured a 
prominent gimmick—Sonic Unleashed had the 
werehog, for example, while Sonic and the 
Black Knight saw our hero wielding a sword. 


Though the Wisps definitely introduce a new 
element to Sonic Colors, they don't seem to 
dominate the experience as radically as those 
other examples. Was that something you and 
theteam had in mind when coming up with the 
Wisp concept? 

Inall of our past Sonic games, we tried to experi- 
ment with introducing new styles of gameplay 
that didn't involve running, but I think that those 
elements were so different that they ended up 
clashing with the traditional Sonic gameplay 
instead of complementing it. When it came time to 
work out the power-ups for Sonic Colors, I feel we 
really succeeded in embracing our core concept of 
“100%-pure Sonic-style high-speed action," and 
coming up with new moves that gelled well with 
Sonic's core gameplay. 


Who's composing the music for the game, 
and what has been the overall approach to 
thesoundtrack? 

The music is being handled by the same Sega 
sound team that has worked on most of the past 
Sonic titles. Since this game has an amusement- 
park setting and a more fantastical visual style, 
they're trying to expand beyond the usual “cool” 
Sonic sound and focus on making fun, up-tempo 
music that will really get players' blood pumping. 


Arethere plans for any multiplayer modes, 
either co-op or competitive? 

Unfortunately, it is too early to talk about this, 
but keep on the lookout for more information in 
the future. 


Will any other characters from the series make 
an appearance besides Sonic and Dr. Robotnik? 


Tails does appear in the story, but the only playable 
character is Sonic himself. The cast also includes 
Dr. Robotnik and a few of his robot henchmen, as 
well as the Wisps. In the DS version, which has a 
different story from the Wii version, we hope to 
have more familiar characters like Shadow and 
Knuckles show up in the amusement park. 


The game switches back and forth betweena 
3-D and a 2-р perspective. Why did you decide 
to go with that approach rather than stick to 





one perspective? And how do you go about 
finding the proper balance between the two? 
The 2-D and 3-D perspectives each emphasize а 
different strength of the Sonic experience. The 
3-D perspective provides a more thrilling sense of 
speed, while the side-scrolling 2-D segments allow 
for deeper platforming-style action. By smoothly 
transitioning between them we can present a 
better balance of speed and action. 


Some longtime fans feel that Sonic has lost 
his way in recent years. Do you agree with that 
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action that is entirely new to the series, but I think 
it still maintains the sense of speed and satisfying 
pacing that are the hallmarks of the series. 


If we're not mistaken, it’s been a few years 
since you were so directly involved in a Sonic 
title. How does it feel to be reunited with the 
hedgehog for both this title and Sonic 4, and 
where do you want to take the franchise mov- 
ing forward? 

I worked on last year's Mario & Sonic at the 
Olympic Winter Games, but it has indeed been a 
long time since I've been directly involved with a 
Sonic action game. There have been a lot of titles 
released in that time, including next-gen Sonic 
the Hedgehog and Sonic Unleashed. Personally, 
feel that we need to look beyond each individual 
title and take a wider view, with more of a focus 
on the overall Sonic franchise. I'd like to see the 
franchise evolve with more of a focus on the 
elements that make Sonic special, as well as the 
fundamental joys of the action genre, in order 

to make games that can be enjoyed by everyone 
from children to serious gamers. I think the next 
pair of titles, Sonic 4 and Sonic Colors, will be a 
good demonstration of that. 


^H think the recent titles in the 
series have failed to play to 


[Left] Dr. Robotnik’s amusement park looks like it would be a lot of 
fun if it weren't for all the death traps and homicidal robots. 


sentiment, and if so, what do you think needs 
to happen to get him back on the right path? 

| would have to agree with that. By adding game 
elements that didn't fit with Sonic’s traditional 
theme of speed, I think the recent titles in the 
series have failed to play to Sonic’s strengths. 
That's why this year's Sonic games—Sonic the 
Hedgehog 4: Episode 1 and Sonic Colors—have 
been developed with a central focus on reestab- 
lishing the traditional Sonic gameplay experience. 
Sonic Colors introduces a style of power-up-driven 





Thank you so much for your time! Is there any- 
thing else you'd like our readers to know about 
Sonic Colors? 

The power-ups in Sonic Colors are lot of fun and 
personally, I'm thrilled with the way they've 
turned out. There are a lot of really interesting 
ones we aren't able to reveal yet, so please keep 
an eye out for those. In addition to the power- 
ups, we're working on several new features that | 
think are really going to surprise you! 
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Guitar Hero: Warriors of Rock breathes new life 4 
into the long-running rhythm-game series with ` 
its story, challenges, and guitar-heavy rock `n roll. 


Apparently, you can have too much of a good thing. In addition to the yearly iteration of Guitar 
Hero, 2009 also saw the introduction of Band Hero and DJ Hero (not to mention the Rock 
Band spinoffs The Beatles: Rock Band and LEGO Rock Band). Things clearly got out of hand. 
Responding to the resulting decline in sales, Activision pledged to scale back on the sheer 
number of music games the publisher releases each year—which is definitely a welcome change, 
confesses Brian Bright, the project lead on the upcoming Guitar Hero: Warriors of Rock at 
developer Neversoft: “We're only 
making this game this year. So 
it’s been really good for us to 
focus on this title and really put 
our all into it. And one of the 
things we really wanted to do was 
capture some of that soul that 
personally I thought the first three 
games had.” (Vicarious Visions is 
developing the Wii game based 
on Neversoft’s PlayStation 3 and 
Xbox 360 versions.) 
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The first step in bringing back that 
soul to a rhythm game like Guitar 
Hero is, naturally, the music. The 
soundtrack is a huge part of the 
experience, after all, and very little 
had to be changed gameplaywise, 
as much of the solid Guitar Hero 
framework was already in place 
from Guitar Hero 5. “All of the cool 
features and things we did in GH5— 
the level of polish—[are] still there,” 
Bright explains. “Party Play still 
exists. The ability to play with any 
instrument combination—all that 
stuff is still in the game. But what 
we strove to do here is hand-pick 
all the songs.” And they selected 
tracks with a particular genre of 


(Ж 
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music in mind: rock 'n' roll. More 
specifically, guitar-centric rock 'n" 
roll because “50 many more people 
play Guitar Hero on guitar than any 
other instrument," Bright notes. "We 
wanted to focus first and foremost 
on shredding kind of rock." 


ВОСК SAGA 

Neversoft respotlighting rock 'n' roll 
after venturing into non-rock territo- 
ry with Guitar Hero 5 (which included 
the likes of Elton John and Stevie 
Wonder-both good but definitely not 
shredding) lends Warriors of Rock a 
certain visual flair that is inspired by 
“heavy-metal album art from the late 
"705, early "805," Bright tells us. He 
elaborates, “You've seen the albums 


with rivers of chrome and guys on 
horses with bat wings and stuff—kind 


of drawing inspiration from that over- 


the-top rock-'n"-roll fantasy.” More 
than just the aesthetics, though, 
Neversoft went whole hog with the 
heavy-metal feel, crafting a unique 
storyline that fits the style perfectly. 
This otherworldly tale, narrated by 
KISS front man Gene Simmons in 

a brand-new Quest mode, begins 
with an "epic opening movie [about 
the battle between] the Beast and 
the demigod of rock," Bright tells 
us. “The Beast defeats the demigod 
of rock, and the demigod of rock is 
entombed in stone, and his legend- 
ary guitar is banished. [The guitar] is 
the source of his power. And so you 


Lars's warrior form was probably inspired by Black Sabbath’s “War Pi 


are going through and assembling an 
army of warriors to be able to defeat 
the beast. Along the way, you'll have 


HERO'S QUEST 


to recover the legendary guitar, but 
in the end you're defeating the Beast 
and you're basically assembling this 


RETURN OF THE ROADIES 


Vicarious Visions is adding its own touch to the Wii 
version of Warriors of Rock: three Roadie modes 

that use the Nintendo DS handheld in some fashion. 
In Roadie Set List Manager, for example, a friend 

can create a custom set list on his DS. More exciting, 
however, are the Roadie Quickplay+ and Roadie 
Battle modes, in which allies play minigames on their 
dual-screened handhelds to unleash what David 
Rodriguez, lead designer at Vicarious Visions, calls 
“spells.” Roadie Quickplay+ is a cooperative experi- 
ence, so “all of the spell effects are positive and give 
boosts to Wii players as they attempt to complete 
challenges, such as extra score multipliers or note- 
streak savers,” Rodriguez explains. The competitive 
Roadie Battle mode also features ally-assisting spells, 
but foe-foiling “curses,” too. “The curses are flashy 
effects that appear on the Wii highway, including 
setting the highway on fire or accelerating their 
highway to an insane speed, which make life difficult 
for the Wii player,” Rodriguez tells us. “The roadie has 
to balance their game between attacking and boost- 
ing while still being available to repair any of these 
damaging effects that they may receive.” Granted, 
Roadie Battle appeared in Guitar Hero 5 for Wii, but 
Vicarious Visions is stepping things up. As many as 
eight people can play at once now (four rockers on 
the Wii console and four roadies, each with his own 
Nintendo Ds), and roadies can assist drum and bass 
players as well as guitarists (Roadie Battle was a 
guitar-only experience previously). 
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army of warriors.” 

Some if not all of the warriors 
should be familiar to those who have 
played previous Guitar Hero titles; 
two of the characters we saw (out of 
a total of eight shredders) included 
metal-head Lars Ümlaüt and punk- 
rocker Johnny Napalm. Assuming 
the roles of these characters (since 
you cannot create your own rocker 


in Quest mode), you jam your way 

to your final confrontation with the 
Beast. Fortunately, each character 
brings unique powers to the table. 
Lars can get a 5x multiplier (the most 
you can get with everyone else is 4x), 
for example, whereas Johnny's mul- 
tiplier never goes lower than 2x and 
he can acquire only up to two bonus 
stars (everyone else can gain up to 












THE TRACKS 


Guitar Hero 6 will feature more than 90 songs. 
Here’s a small sample of what you can expect. 


“Dancing through Sunday” Bv arı 

“Children of the Grave” By BLACK SABBATH 

“What Do I Get?” ву Buzzcocks 

“If You Want Peace...Prepare for War” ву CHILDREN оғ вором 
“Fascination Street” by The Cure 

“Pour Some Sugar on Me (Live)" By DEF LEPPARD 
“Bloodlines” By DETHKLOK 

“Fury of the Storm” ву DRAGONFORCE 

“Been Caught Stealing” ву JANE'S ADDICTION 

“Love Gun” By Kiss 

“Sudden Death” By MEGADETH 

“Paranoid (Live)” ву METALLICA & 0zzY OSBOURNE 
“Uprising” By muse 

“I'm Not Okay (I Promise)" ву my CHEMICAL ROMANCE 
“Bohemian Rhapsody" By queen 

“Waidmanns Heil” By RAMMSTEIN 

“There’s No Secrets This Year” Ву SILVERSUN PICKUPS 
“Chemical Warfare” By SLAYER 

“Sharp Dressed Man (Live)” ву zz тор 


Û nınrenoo rower 


five stars, with a bonus sixth star for 
an absolutely perfect performance). 
These powers can be upgraded, 

too, when each character’s warrior 
form is unlocked. Right before Lars's 
encore performance in which he 
plays Black Sabbath’s “Children of 
the Grave,” he transforms into a 
fearsome pig-man, and he can get a 
6x multiplier. Prior to playing "What 
Do | Get?” by Buzzcocks, Johnny 
morphs into a teleporting creature 
that’s reminiscent of Nightcrawler 
from the X-Men. Warrior Johnny's 
multiplier is never lower than 3x, and 
he can accrue up to five extra stars. 
(By the way, there’s a reason the 
characters play those specific songs: 
“Each character has a genre of 


music that’s a little more associated 
with that character’s personality,” 
explains Bright. “And we've tried to 
group together all the songs that fit 
that character.”) 


STAR SEARCH 

Once unlocked, the warrior versions 
and their respective powers carry 
over to Quickplay+, a mode that 
presents the more-traditional Guitar 
Hero experience. Here you can cre- 
ate your own rock star and choose 
which of the 90-plus songs you 

want to play, as you would in, say, 
Guitar Hero 5. The “+” in the mode 
name comes from the challenges 
associated with each song. There are 
Power Challenges, for example, in 





which you use your unlocked powers 
to gain stars. Then there are the 
11 or 12 other challenges you can 
complete to obtain more stars (up 
to 42 stars per song). “As you earn 
stars, you earn ranks,” Bright says. 
“As you go up in ranks, not only does 
your little moniker icon change on 
the leaderboards, similar to the Call 
of Duties out there...but you also 
have an unlockable at all the rank 
updates. It could be characters, it 
could be create-a-rocker parts, it 
could be instruments...even songs." 
Thankfully, the challenges stack, so 
you can complete several challenges 
in one playthrough. For instance, 
you might beat a high score while 
also hitting a certain number of 
notes. (You cannot use your powers 
on these challenges, though, as that 
would make things too easy.) 

It's not just the songs specific 
to this Guitar Hero that have these 
challenges, either; every song-be 


it downloadable content or tracks 
from Guitar Hero 5 and Band Hero— 
will have challenges, giving you even 
more opportunities to collect stars. 
Speaking of downloadable content, 
Bright says the game is "tightly 
integrated with our Music Store 
Now, so you can select any song 

in your set list and go download 
similar songs. We also keep track 
of your play count, so after you've 


played for a while, we can give you 
recommendations based on the 
types [and] the genres." 

With its enhanced play mechanics, 
emphasis on story, and vast array of 
challenges, Guitar Hero: Warriors of 
Rock seems to offer a lot of bang for 
your buck. Whether that's enough 
to re-energize the burned-out-on- 
rhythm-games masses remains to be 
seen; we'll find out for sure this fall. 


| vorn 
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ROCK-STAR 
POWER 


Yes, Gene Simmons's 
voice is in Guitar 
Hero: Warriors of 
Rock, but don't 
expect to see his 
visage while you're 
playing. “You won't 
see any rock-star 
avatars in the 
game,” says Brian 
Bright, Warriors o! 
Rock project lead at 
eversoft. “We will 
have involvement 
from a few high- 
profile celebrities 
in different creative 
ways." For example, 
Megadeth's Dave 
ustaine wrote an 
original song for the 
game titled “Sudden 
eath” that’s based 
on the Quest mode's 
ory. Bright adds, 
He worked with our 
udio guys and our 
ote-tracking guys.... 
е actually took sug- 
estions on doubling 
pthe solo, making it 
harder, changing the 
arrangement of the 
rack a bit to make it 
just a really kick-ass 
song to play." Bright 
says that Mustaine 
himself didn't want 
his likeness to 
appear in-game: "He 
new the story. He 
new the overarch 
ing epic rock-’n’-ro 
journey that the 
story takes you on. 
He's like, ‘It wouldn't 
make sense for me 
to be in there.’ And 
he’s right.” 























HERO'S QUEST 


[Left] Recruit soldiers for your rock- 
n’-roll army іп the Quest mode. 
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Seven reasons why Batman: The Brave 
and the Bold: The Videogame will be one 
of the greatest superhero games yet 
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Batman is no 
stranger to video 
games. Players 
have been stepping 
behind the mask 
of the popular DC 
superhero for decades. Bu 
Batman: The Brave and the 
Bold: The Videogame (coming 
to both the Wii console and the 
Nintendo DS handheld) isn’t 
like the character’s previous 
interactive adventures. The 
Batman: The Brave and the 
Bold animated series (whic! 
debuted on Cartoon Network 
in 2008) presents a more 
lighthearted take on the pro- 
tagonist—The Dark Knight this 
is not—and focuses 
on teamwork with 
characters from 
throughout the 
DC universe, and 
the game adap- 
tations follow 
suit. That means 
lots of action, lots of 
heroics, and virtually limitless 
potential regarding the situa- 
tions and partnerships Batman 
finds himself in. And with the 
2-D masters at WayForward 
handling development duties, 
you can be assured that the 
game will look as good as it 
plays. Read on for the top 
seven reasons why Batman: 
The Brave and the Bold: 
The Videogame will put the 
super in superhero when it’s 
released this September. 
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BÀ „„„темос power 


The Dynamic Duo 
is here to punch 
crime in the face! 


Classically Inspired Combat 


Just as the Batman: The Brave and the Bold animated series is 

a throwback to classic comics (The Brave and the Bold was a 

comic-book team-up series that got its start in the 1950s), the 

video game adaptation very much has its roots in classic, 2-D, 
side-scrolling gaming. The Wii version of the game is cut from beat- 
"ет-ир cloth; you'll proceed through the levels primarily by using the 
A Button to unleash a flurry of attacks that will knock the stuffing out 
of your criminal adversaries. You'll have access to plenty of arcade- 
style moves; you can launch enemies into the air and follow up with 
massive aerial combos, stomp foes with powerful diving blows, and 
grab bad guys (by simultaneously pressing A and B) before using any 
of four different throw techniques. Wanna serve up a little extra Biff 
and Pow? Then shake the Wii Remote controller for a heavy attack if 
you have energy in your special-move meter, or pull off a powerful 
superattack by shaking the Wii Remote and Nunchuk controllers 
after you've landed 100 hits. Further emphasizing the arcade feel 
are numerous interactive objects (such as lampposts and newspaper 
racks) that you can throw or destroy, and upon defeat, the enemies 
release loads of coins for you to collect. 

The DS version is even more retro-inspired. Combat is again an 
important part of the formula—you press X and Y to execute heavy 
and light attacks, respectively—but there's a stronger focus on plat- 
forming. Batman can utilize wall-spring jumps to climb up vertical 
shafts, plus he can grab onto ceilings and swing hand-over-hand. 
According to Sean Velasco, director of the DS version, several games 
of yesteryear helped define the gameplay, including all-time greats 
such as Mega Man X, Gunstar Heroes, and Ninja Gaiden. Inspiration 
doesn't get much better than that. 












sets The Brave and the Bold 
‘om other Batman games is 
arkable lineup of charac- 
. In every episode players will 
portunity to control a hero other 
than Batman, including Robin, Plastic Man, 
Blue Beetle, Green Lantern, and a legendary 
hero (who WB Interactive representatives 
wouldn't mention by name) that Batman idol- 
ized as a child. 

“It's not just Wonder Woman апа 
Superman," comments Wii director Adam 
Tierney. "It's guys like Blue Beetle. It's guys 
like Hawkman. It's guys that are not neces- 
sarily second tier, but guys that don't usually 
have the limelight. You get all these charac- 
ters that you really don't see in animation or 
video games traditionally. It's not the same- 
old, same-old." 

Still more superheroes appear in cameo 
roles. When you summon them, characters 
such as Black Canary, Black Lightning, and 
Aquaman function as smart bombs that will 
wipe out all the onscreen enemies. The DC 
rogues' gallery is well-represented, too. The 
first episode in the game is set in Gotham 
City, so the villains we saw-including the 
Joker, Two-Face, Cat-Man, and Catwoman- 
were primarily straight from Batman lore. 
Gorilla Grodd also appeared, but the big ape 
went down after only a few hits; evidently he 
returns later in the game to make a bigger 
impact. According to the developers, narrow- 
ing down the cast was tough; they had more 
than 200 characters to choose from! 





[Above] 
ак 

мотап 
has the 


best seat 
inthe 
house. 















































[Left] Black 
Canary 
looks 
friendly, but 
her voice is 
lethal. 








You guys shouldn't get so wrapped 
up in what you're doing. 





eed only look at a few screenshots 
e pages to know that The Brave 
he Bold is a very, very good-looking 
game-which is no surprise, considering 
ward is known for its 2-D art and anima- 
tion prowess. The Wii version's backgrounds are 
made out of multiple layers of hand-drawn art with a 
layer of 3-D polygonal graphics farther in the back- 
ground, while the DS version features up to 10 layers 
of background parallax. The colorful, detailed Wii 
visuals are primarily painted, not built out of tiles, so 
you'll never see the same thing twice, and, like in a 
cartoon, you'll view the action at different distances. 
In one especially impressive scene, Catwoman sits 
оп а neon sign in the foreground while Batman and 
Robin battle thugs on a nearby rooftop. In another 
gorgeous moment, all the characters appear as sil- 
houettes as the sun sets behind them. The animation 
is equally spectacular. The game includes more than 
16,000 frames of animation, including 1,000 just for 
Batman himself. 
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itTakes Two 


“The (Batman: The Brave and the Bold] show 
is, completely by its nature, all about part- 
nership,” asserts Tierney. “It’s all about 
Batman working with his partners. And so 
we kind of knew that if we just had Batman going through 
the adventure by himself, it wouldn't really capture the 
spirit of the show." The philosophy of teamwork is espe- 
cially prominent in the Wii version, in which Batman is 
constantly accompanied by his costar, controlled either 
by a second player (who can drop in or out at any time) 
or by Al. Players are encouraged to 
cooperate in battle—for instance, one 
player can grab an enemy and throw 
him across the screen, and the second 
player can then grab him right out of 
the air to inflict some punishment. 
(Players can also throw each other.) 
The characters banter back and forth 
as their adventure unfolds, adding 
extra layers of story. In the Gotham 
City episode, Batman and Robin con- 
stantly argue about whether Cat-Man 
or Catwoman is responsible for the cat- 
themed crimes they're encountering 
(spoiler: it’s both) and Robin constantly 
chides Batman about his apparent crush on the feline femme fatale. 
The DS game is designed for a single player, but teamwork is still 
important-perhaps even more so than in the Wii title. In the first 
episode of the handheld game, Batman teams up with Plastic Man, and 
players can switch between the characters at any time by tapping the 
touch screen. Plastic Man, as you'd expect, has completely different 
abilities than Batman: he can turn into an anvil to squash enemies, coil 
into a spring to reach new heights, and turn his arms into hammers 
to smash through crates and other obstacles. Plastic Man's morphing 
powers really come in handy when the duo takes a fall; Plastic Man acts 
as a parachute while Batman dispatches enemies. Even better: the two 
have a powerful midcombo co-op special move in which Batman swings 
Plastic Man around like a wrecking ball. 


[Above] Having a partner pays off when you have 
to fight huge bosses like this living statu 





If you're not familiar with WayForward’s work-where the heck have you been? Since the studio’s founding 
M 0 ү | N Ü ` 0 H W Д H [) in 1990, its developers have created dozens of games, primarily on Nintendo systems; many of the studio's 
recent titles have been especially impressive. Here are some of WayForward’s most noteworthy releases. 





CONTRA 4 


SHANTAE SIGMA STAR SAGA A BOY AND HIS BLOB SHANTAE: 
GAME BOY COLOR, 2002 GAME BOY ADVANCE, 2005 08, 2007 Wii, 2008 RISKY'S REVENGE 
Though released late in the Part outer-space shooter Handed the reigns of This reimagining of an NES DSiWARE, 2010 


life cycle of the Game Boy 
Color, the tale of charming 
half-genie Shantae has 
become a cult favorite. 
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and part RPG, Sigma Star 
Saga Was as unique as it 
was visually impressive. 


Konami's legendary Contra 
series, WayForward did the 
franchise proud with awe- 
some action and insanely 
challenging gameplay. 


Classic boasts amazing 
animation, oodles of per- 
sonality, and an absolutely 
epic finale. 


This long-awaited, soon- 
to-be-released sequel 
will almost certainly be 
amust-buy game for 
Nintendo DSi owners. 



















ose Wonderful Toys 


Batarang at whatever's in front of you, but if you need a little 
more precision—say, when you're surrounded by bombs or 
need to hit several switches simultaneously—you can hurl 
Batarangs at multiple targets with pinpoint accuracy using 
the remote's pointer function. Batman’s pals aren't empty- 
handed either; they each have four unique special weapons— 
Robin is armed with a staff, for instance. 

You'll unlock some new gadgets by beating levels, and 
acquire others by purchasing them in the Batcave in between 
stages; you'll be able to upgrade your existing gadgets, as 
well. In the DS version you'll have the opportunity to acquire 
electrically charged Batarangs, a deflective shield, lightning 
gloves, armor upgrades, health regeneration, and more. In 
addition, you can unlock new bat-suits in both versions of 
the game. 





of Warner Bros.—the parent company of DC Comics, 
he studio responsible for the cartoon-to ensure that 


eatures an animated intro by the Warner Bros. animation 
, and the game's episodes are structured like the show, 
complete with an opening teaser segment that may or may not directly 
connect to the rest of episode. The Wii game offers up four full-length 
episodes (consisting of the intro, eight stages, and two boss fights) plus a 
half-length bonus episode, while the DS version contains seven episodes. 
There's no overarching story connecting the episodes—each one stands 
alone—but fans of the cartoon will recognize the show's sense of humor 
and many of the environments; expect locales as varied as outer space 
and Atlantis. Fans will also appreciate the story connections to the ani- 
mated series, including one game episode that helps tie up some loose 
ends from an episode of the cartoon. Even the character models come 
directly from the animated program. Many of the cartoon talents are 
involved with the game, too, including the music composers, the voice 
actors (Diedrich Bader reprises his role as Batman), and the voice direc- 
tor. Speaking of voice-overs, each episode of the Wii game boasts twice 
as much dialogue as an episode of the show. 


ould a Batman game be without a utility belt's worth of gizmos and gadgets? The Brave and the 
plenty, including the title character's handy grappling hook, which he uses to swing from grapple 
and climb up ledges in both the Wii and DS versions of the game. Most of Batman's equipment is 
combat situations, though. You'll acquire a total of eight combat gadgets in the Wii title, such as 
d, flash grenades, a stun gun, explosives, and, of course, Batarangs. A tap of the Z Button lets you toss a 




















How does 
Batman fit all 
that stuff into 
his utility belt, 
anyway? 


of the strangest—and coolest-inclusions in the game is 
e. As Batman aficionados know, Bat-Mite is a mischievous 
powered Batman fanatic from another dimension who's as 
ely to hinder the Caped Crusader as he is to help him. Bat-Mite 
the in-game help system, but more significantly, if you link up 
DS versions of the game, an additional player can control Bat-Mite 
in the Wii game using the DS system. As Bat-Mite, you can throw power-ups 
(red ones for health and blue ones for special-move energy) to Batman and 
his allies, and drop anvils and bombs on the bad guys. But, true to form, 
Bat-Mite can clobber the heroes as well. Bat-Mite's energy has to recharge 
between providing power-ups, so who can blame you if you "accidentally" 
toss an anvil on Batman's head while you wait? Like in the TV show, Bat-Mite 
is voiced by Paul Reubens (best known for his role as Pee-Wee Herman). 


Look out 
below! 
When 
Bat-Mite's 
involved, 
no one is 
safe! 
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This is the premier, next-gen game links site, 
built for the community by the community. 
FileRadar not only puts the power of game file 
distribution in your hands, but lets you 
feedback to save everyone a load of time 
and grief. It takes the power of a site like 
Digg and applies it to the most essential 
part of games you're either actually 
playing or want to play: 


- fileradar. 





| There are millions of places Net-wide 
to download from, and only FileRadar 
umbrellas them all while empowering 
you to tell each other not only which 
are the best files to get, but what are 
the fastest and easiest places to get 
them from. With a thriving community of 
informed gamers all networked together 
to either be the first to playtest a hot new 
game or enhance the games they already love, 
how can you go wrong? 


The. Downloado 
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REVOLUTION 





With new moves, new foes, new 
2-D platforming segments, and 
two-player action, de В! 
Underground is no 
paint-by-numbers 
sequel. 











He leaps through the air, leaving a 
trail of blue in his wake. He splats into 
one monochromatic building and cov- 
ers it with color, then coats another. 
He squashes a yellow Paintbot, 
whose paint blends with the blue to 
create a magnificent green, then he 
races through the streets, coloring 
everything in his way. As color—and life 
and happiness-return to the entire city 
block, the Raydian citizens pour out of 
the buildings and roar in appreciation, 
even а5 (Пе hued hero rolls away to 
pounce on bad guys and liberate more 
oppressed people. He is Blob—one of the most successful original characters to 
appear on the Wii console—and he's getting ready to return in an all-new colorful 
adventure titled de Blob: The Underground. 


News from the Underground 


The Wii version of de Blob: The Underground begins with Blob taking a vacation 
onthe tropical resort of Paradise Island. The R&R is well deserved; after all, he 
saved Chroma City by defeating Comrade Black and the evil INKT Corporation 
in his original adventure, so there's nothing wrong with a little fun in the sun. It 
doesn't take long, however, before Blob realizes that something strange is afoot. 
Odd occurrences lead Blob and his robot ally, Pinky, to Prisma City, where they 
discover that Comrade Black is back and up to no good. Pollution and material- 
ism have turned Prisma City into a colorless, drab place, and Black has taken 
advantage of the situation by calling himself Papa Blanc and establishing a cult 
to brainwash the disillusioned city-dwellers and turn them into Blanc minions. 
Once again, of course, it falls to Blob to put things right by literally painting 
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interior environments you'll engage in classic-style 
2-D platforming (complete with obstacles such 

as moving platforms) while still participating in 
the activities that made de Blob a hit: you'll paint 
objects, shut down INKT bases, reactivate forgot- 
ten Prisma technology, and trigger Transformation 
Engines that restore large areas of the city. The 
underground areas can be accessed via above- 
ground landmarks and at other various points 
within Prisma City, and they promise to add plenty 
of gameplay variety. One underground area, for 
example, is a vertically scrolling stage that's been 
frozen over, and you must thaw it out and rescue 
frozen Raydians by releasing color energy. 


Players should expect a lot of gameplay enhance- 
ments above ground, too. “In developing the 

first Blob game," comments Hagger, “ме learned 
plenty of lessons about what it takes to make а 
great game, and we're applying all of them to the 
sequel. Our guiding philosophy is to build on all the 
elements that people loved about de Blob and to fix 


the town red (or orange, yellow, green, blue, new 2-0 gameplay segments. The Underground all the parts that were broken." 

purple, or brown) and thus bringing energy and mentioned in the games title doesn’t just refer to At the top of the list of fixes is more-focused 
liveliness back to the populace. The core gameplay Blob’s revolutionary movement to overcome the level design. In the original de Blob, players 

hasn't changed dramatically from that of the Cult of Blanc; it also speaks to the fact that you proceeded by racking up points through free-form 
original de Blob—you once again grab paint from can now go indoors or literally under the world's painting activities and/or by completing missions 
wandering Paintbots, combine colors to create surface—into the subways, drainage areas, and handed out by fellow revolutionaries. Now the 
new-hues, splat into buildings or trees or other beyond—as you revitalize Prisma City. In these levels have more structure, as well as a stronger 


objects to color them, and accept an assortment 
of challenges from nonplayable characters—but 
the entire game has been improved, deepened, 
and enhanced. The controls have been refined so 
that instead of flicking the Wii Remote controller to 
jump, you simply press the A Button, for example, 
and more significant changes have been made 
across the board to provide a more polished 
experience. 

“de Blob: The Underground is just better in 
every way,” asserts executive producer Nick 
Hagger of developer Blue Tongue. “It looks better, 
plays better, [and] there’s way more variety and 
more depth to the game.” 

One of the most significant additions is the 
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narrative to tie the adventure together. Players 
must now complete clearly defined story missions 
to get through the three sectors of a stage. But 
don't worry if you liked the first game's nonlinear- 
ity; there's still plenty of free-form painting and 


optional side missions, 
such as liberating people, 
painting everything in 
sight, and cleaning up 
polluted environments. 

The missions aren't 
doled out in the same pre- 
dictable manner, either. 
Whereas the first game's 
missions were focused on 
painting, combat, timed 
3-D platforming, or con- 
quering landmarks, the 
sequel will have a lot more 
diversity. Representatives 
of Blue Tongue and 
publisher THQ aren't 
ready to divulge a lot of 
details, but they promise 
new mission types unique to each environment, as 
well as multiobjective missions. One such mission 
could involve defeating a group of Inky defenders, 
shutting down enemy-spawning generators, then 
entering a building and reaching an underground 
destination to complete the challenge. There will 
be new characters handing out the missions, as 
well. Though allies Arty, Bif, Zip, and the Professor 
all return to help Blob, you'll receive some tasks 
from Prisma City locals and other new faces. 
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[Above] The Cult of Blanc's forces won't go 
down easily. According to the developers, 
there will be some epic boss encounters. 
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READERS WITH ESPECIALLY long memories 
might recall that when THQ revealed the original 
de Blob for Wii a few years ago, the company 
announced that there’d be a version for the 
Nintendo Ds handheld as well. But while the 
Wii game came and went, the DS version never 
materialized. Fans will finally get the chance to 
put Blob through his portable paces, however, 
when de Blob: The Underground lands on DS 
courtesy of developer Halfbrick. 

Set between the events of the two Wii titles, 
the DS version of de Blob: The Underground 
pits Blob against the evil machinations of Dr. 
Von Blot—Comrade Black’s top scientist, who's 
unaware that Black’s regime was already wiped 
out thanks to our hero’s efforts. Captured and 
taken to Von Blot’s secret underground jungle 
lab to be used as a research subject for diabolical 
mutated ink, Blob must fight his way out through 
numerous levels of side-scrolling 2-D action. 
Of course, you'll still squash Paintbots and use 
their color to restore life to the world, but the 
action is less free-roaming, and focused more 
on straightforward platforming fun. Even the 
controls are traditional; you play the game by 
using the Control Pad and buttons to run, jump, 
glide, stomp, and slingshot your way through the 
levels. (There’s also a minigame exclusive to the 
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Nintendo DSi that uses the camera.) 

During the journey, Blob will face off against 
many types of INKT Corporation troops 
(including Inkies with electrical powers, grenade- 
tossing Inkies, and Inkies infected by the doc's 
mutated ink), team up with his helpful robotic 
pal Pinky (this game explains how Pinky met 
Blob and became part of the color revolution), 
track down notes that unlock hidden levels, and, 
naturally, square off against Dr. Von Blot himself. 
Between stages, the story will unfold through 
comic-book-style cut-scenes. 

ADS iteration of de Blob has been a long 
time coming, but hopefully it'll prove itself to 
be worth the wait when it arrives alongside its 
Wii counterpart. 





Int 





Supporting the Arts 


Another focus for the creators of de Blob: The 
Underground is ensuring that there are constantly 
new things to see and do throughout the entire 
game, so in each of the 12 levels you'll encounter 
different types of obstacles and gameplay ele- 
ments. Prisma State College, for example, is heavily 
involved in outer-space research, so the levels in 
that area feature a lot of antigravity technology; 
you'll be able to roll up walls and even cling to the 
ceiling for short periods of time. Other locations 
will make use of wind cannons to launch Blob long 
distances, or utilize springy piston-jump platforms 
to guide Blob to new places. (The familiar wall- 
hopping Z-jumps from the first de Blob are back, 
too.) Unfortunately for Blob, he'll also face several 
new types of enemies, including elite Inky soldiers, 
ice Inkies, shrINK ray-equipped troopers, and foes 
armed with flying hypno-discs (which the Blancs 



























use to try to hypnotize Blob; you must shake the Wii 

Remote to break free of their control). 
Furthermore, Blob will earn new moves 

throughout his quest (such as a charge attack 

that lets you ram enemies), and you'll be able to 

upgrade him with extra enhancements by collect- 

ing Inspiration Points. “A big new [task] for Blob is 
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collecting Inspiration,” Hagger explains. “Blob can 
earn Inspiration by doing side quests as well as 
collecting it in the course of his explorations. [You] 
canthen use the Inspiration to upgrade Blob and 
help make him better." 

By spending Inspiration Points, you'll be able to 
upgrade the amount of paint you can carry (which 
affects your health and attack power), increase 
how frequently you can perform special moves, 
boost your number of lives, and more. 


Think Pink 


Just as exciting as all the new gameplay elements 
isthe fact that you can enjoy them all with a friend: 
a second player can join in at any time to take 
control of Pinky, Blob's robotic companion. "Pinky 
is Blob's sassy robot sidekick,” Hagger describes. 
"She was engineered by the Professor to help 
Blob during tough missions and to keep him from 
getting distracted. Pinky allows a second player to 
help out the primary player with a range of useful 
abilities, but she never gets in the way of the star 
of the show.” 

Similar to the co-op mode in Super Mario Galaxy, 
two-player mode enables the second player to 
control Pinky in the form of a cursor and assist in 
multiple ways. She can disable traps, help collect 
paint for Blob (especially useful when you need 
a different color that’s far away), and engage in 
shooting-gallery events. 

On the other hand, if co-op isn’t your style, up to 
four players can fight it out in a dedicated versus 
mode instead (although Blue Tongue isn’t ready to 
discuss specifics just yet). 

Everything we've seen of de Blob: The 
Underground indicates that the developers have all 
the pieces in place to make an already solid game 
even better. In fact, the only problem we see is how 
long we'll have to wait until the game comes out; it 
isn't scheduled to be released until spring 2011. 
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A HIDD 


hen you hear the word 
Trojan, you might think 
ofthe Trojan horse, the 


Trojan War, or the football team 
from USC. But if you were a gamer 
back in the days of the NES, Trojan 
probably had a different connota- 
tion altogether: sword-swinging, 
side-scrolling, arcade-based action 
from Capcom. 

Despite the game's title, Trojan 
didn't have anything to do with 
the legendary city of Troy. The 
game was instead set in a post- 
apocalyptic world, complete with 
burly mutants, ruined buildings, 
technologically advanced enemy 
bases, and futuristic gear such 
as helicopter backpacks. But the 
gameplay would have seemed 
perfectly at home in a medieval or 











a shield, and post-apocalyptic combat 








You named 
me Trojan? 
Thanks, mom 
and dad! 








You have to feel sorry for the enemy soldier who’s assigned to hide in 
the sewer until an unsuspecting good guy comes along. 


mythological setting; armed with a 

sword and shield, you fought your 

way through the enemy hordes, 

and the bad guys didn't use modern 

weapons either. They were more 

likely to dish out punishment with 

axes, crossbows, or giant clubs. 

Regardless of that apparent 

incongruity, Trojan was a lot of 

fun thanks to its hack-and-slash 

gameplay and the inclusion of 

some unusual play mechanics 

that set it apart from other games 
of its day. Your 
sword and shield 
were assigned 
to the Aand B 
buttons, which 
made defense an 
integral part of the 
action. Specialized 
soldiers, however, 
had attacks that 
could disarm you, 
forcing you to 
fight with punches 


and kicks until you recovered your 
equipment. A side effect of the 
sword- and shield-centric action 
was that jumping was assigned to 
the Up arrow on the Control Pad. 
Although pressing Up to jump is 
common now (especially in fighting 
games), it was fairly rare in 1987, 
and that inclusion gave Trojan a 
slightly more methodical, strategic 
feel. Hidden rooms, secret power- 
ups, and minor adventure-game 
elements (finding keys to open 
doors) added to the fun, and the 
game even included a two-player 
versus mode. 

Unlike many other Capcom 
games, Trojan never spawned a 
sequel-let alone a series—but that 
doesn't make it any less of an excel- 
lent game. The title looked and 
sounded remarkable for its time, 
and the unique action holds its own 
more than 20 years later. 

—CHRIS H. 





Achilles is a 
handsome, 
heroic warrior. 


Set near the 
city of Troy in 
the 12th or 13th 
century BC 


ended when the 
Greeks tricked 
their enemies 
by using the 
Trojan horse. 


HAVE A FAVORITE CLASSIC GAME YOU'D LIKE ТО SEE REVISITED? 
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Send us your requests—we'll consider them for a future installment of Playback. nintendopower@futureus.com 

















MYTHBUSTED 


The word Trojan usually 
refers to events surrounding 
the city of Troy in Greek 
mythology, the most signifi- 
cant of which is the Trojan 
War. The Trojan video game, 
however, is about something 
completely different. Let's. 


see how the two stack up. 
The main con- The main con- 
flictis between | flict is between 
theGreeksand | опе dude andan 
the Trojans. army of freaky 
mutant bad 
guys. 


Achilles is the 
name of an evil 
despotic ruler. 





Set in modern 
cities, caves, 
swamps, and 

buildings with 

lots of elevators 





The conflict 
ended when the 
hero jumped up 

and whacked 
Achilles in the 
head eight times. 
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We drill down 
deep into 
Super Mario 
Galaxy 2. 
Does it live 
up to Mario’s 
first ground- 
breaking 
adventure? 


ESS ШЕ 
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SUPER MARIO GALAXY 2 
EXE 


PLATFORM: Wii 
PUBLISHER: NINTENDO 
DEVELOPER: NINTENDO 
ESRB: EVERYONE 


To be honest, this is one of 
those instances when a review 
isn't strictly necessary-if 
you're reading this magazine, 
chances are you're already a 
card-carrying, red-cap-wearing 
Mario fan who loved Super 
Mario Galaxy and plans to play 
the sequel—but let's make it 






official: Super Mario Galaxy 2 is 
an absolute blast. 

Just about everything that 
was great about the first Galaxy 
is back in spades, and the 
developers have pushed the 
concepts introduced in that 
game much further. Sometimes 
this is accomplished with clever 
new uses of established play 
mechanics such as rolling atop 
a big ball, buzzing around as 
Bee Mario, and flipping the 
direction of gravity. At other 
times new elements are added 
to the mix—such as Yoshi and 
two extra Mario costumes—to 
put novel spins on past con- 
cepts. Although most of the 
game’s enjoyment comes from 
re-experiencing ideas and set- 
ups that were introduced in the 
ast go-round, there's plenty to 
eep Galaxy 2 feeling fresh. 

Among the game's main 
additions is the return of 
Mario's trusty steed, Yoshi, 
who steals the show in every 
evel he appears in. His unique 
abilities aren't used simply to 
strengthen Mario's offense; 
Yoshi's stages are built entirely 
around his skills. His flutter 
jump is needed to reach certain 
areas, and his tongue is con- 
stantly required to tug at walls, 
Swing to new areas, and gobble 
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up enemies to spit at targets. 
Thanks to new Yoshi-specific 
power-ups, he can also dash 

up walls and across water, float 
to high areas, and illuminate 
invisible pathways. All of this is 
incredibly entertaining, and the 
way in which you point the Wii 
Remote controller at enemies 
to tongue-target them is as fun 
as it is intuitive. All in all, Yoshi 
is Galaxy 25 biggest advantage 
over the first game. 

The aforementioned two new 
costumes add Rock Mario and 
Cloud Mario to the returning 
Bee, Boo, and Spring Mario out- 
fits. Both are great additions: 
Rock Mario for the satisfying 
feeling that comes from steam- 
rolling enemies, and Cloud 
Mario for the fun and creative 
ability to place up to three cloud 
platforms wherever you want. 
Cloud Mario is also one of the 
goofiest outfits we’ve ever seen 
our beloved plumber in, and we 
mean that in the best possible 
way. Mario’s offensive arsenal 











is rounded out by his ability 
to once again toss fireballs by 
touching a Fire Flower, and for 
the first time to use a drill to 
dig directly through a planet to 
reach its opposite side. The drill 
is used very creatively in both 
fights and puzzle areas, but it 
doesn't appear often—I would 
have loved to use it much more. 
Unlike in the last game, in 


which Mario had to hitch a ride 
with Rosalina and her family of 
Lumas (those cutesy stars with 
eyes), Mario has his own ship 

in Galaxy 2. The change is both 


good and bad. On the plus side, 


the new setup allows Mario to 
jump between worlds faster 

than before via a map screen 
like the ones used in the New 
Super Mario Bros. games. He 


can also, at any time, explore 
his new ship just as he could the 
old one. The problem, however, 
isthat there isn't a compelling 
reason for him to do so. The 
ship is somewhat interesting as 
the holding area for a growing 
collection of characters Mario 
meets along the course of his 
adventure, but most of the 
passengers just repeat basic 





CLOUD MARIO 


— 
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^ 


VS. ROCK MARIO A 


2 Mario’s two new suits are both a blast to 
use, but if we had to pick a favorite it would 
be Cloud Mario. Not only do we love the 
unabashedly silly, puffy look, but the ability 
to produce your own platforms in a platform , 
game is such a wonderfully creative idea % 

that we're surprised Mario hasn't done it 


before now. 
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gameplay tips that need to 

be heard only once. Mario is, 

in effect, flying a beginner's 
tutorial through the entire 
game. A large purple Luma 
named Lubba does a bland job 
of filling Rosalina’s role as the 
one who watches over your 
ship and explains how things 
work. Although the stages 
themselves are, of course, what 
really matter, | feel that this 
small change in structure and 
tone has weakened a part of 
Galaxy’s charm. The majesty 
of Rosalina’s ship enhanced 
the grand theme of exploring 
the cosmos and tied the stages 
together in a way that felt 
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fresh for a Mario title, and the 
sentimental story of Rosalina’s 
personal journey through the 
cosmos gave Galaxy а heart 
that’s missing here. 

But as | say, none of that 



















SHIP SHAPE ` 


We're all for Mario getting his own starship for his second 
cruise through the cosmos, but with a crew that's there to 
just repeat tips you've already heard, the fact that the ship 
looks like Mario is the most interesting thing about it. 


Ф 
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really matters the moment 
you enter a stage. There isn't 
adud anywhere among the 
game’s long list of levels, which 
offer challenges and content 
about as difficult and robust as 
those in the first Galaxy. The 
Prankster Comet challenges 
(which can be unlocked by 
finding Comet Medals) will give 
you the toughest time, but the 
game only rarely becomes 
exceedingly difficult. There 

is a significant number of 2-D 
areas (a la New Super Mario 
Bros. Wii), which provides a 
nice change of pace. | would've 
preferred to sink my teeth into 
afew more stages that focus on 
asingle large planet-nearly all 
ofthese new levels are broken 
into various small chunks-but 
it's a very minor complaint. It's 





The many bosses are 
be апа have rarely 
been better. 





clear that—as Mario creator 
Shigeru Miyamoto has stated— 
this sequel was made because 
the developers couldn't stop 
coming up with clever ideas. 
Galaxy 2 packs in what is possi- 
bly the series's broadest range 
of gameplay elements, and 
that's really saying something. 
Filling out the feature set is 
the return of Co-Star mode and 
the new Cosmic Guide. Co-Star 
mode is pretty much the same 
as before, although the second 
player can now defeat certain 
enemies and pick up coins and 
1-Ups in addition to Star Bits. 
In my experience this limited 
interaction isn't enough to keep 
either my gamer or nongamer 
friends interested, but if you 
had good luck finding a co-op 
partner in Galaxy, you should 
enjoy it just as much here. 
Cosmic Guide is an evolution 
ofthe Super Guide introduced 
in New Super Mario Bros. Wii, 
which offers struggling players 
the chance to have the game 
play itself through tough spots, 
at which point the player can 
choose to give the section 
another try or continue pro- 





gressing after that tough patch. 
Clearing a stage with assistance 
will earn you a bronze star 
instead of the usual gold one, 
to recognize players who pu 
in the full effort. The option to 
use the guide is available only 
in certain stages after specific 
conditions have been met, such 
as dying a certain number of 
times or taking too long to 
clear an area. Mario veterans 
are less likely to encounter this 
feature than they were in NSMB 
Wii—l was offered assistance 
just once in my playthrough. (| 
promptly refused the help, o 
course, and stomped an extra 
20 Goombas due to the insult.) 
The game offers further help 
to rookies by way of anew Tip 
Network. Certain areas contain 
a video screen that can be used 
to view hints on how to use 
Mario’s abilities or pass certain 








[Right] Mario soars 
through the stars 
from atop his ship. 


spots. Both the Tip Network 
and Cosmic Guide seem like 
a fine way to help new Mario 
players along, and are easily 
ignored by those who don’t 
want to use them. 

Super Mario Galaxy 2 won't 


when Peach goes missing. 


BACK IN THE SADDLE 


Hot on the heels of the Yoshi-filled New 
Super Mario Bros. Wii, it’s easy to forget 
that Mario's green-skinned pal missed 
his first space-bound adventure. Cool 
new powered-up forms- plus fun tongue- 
targeting Wii pointer controls—prove that 
Yoshi should never again be left at home 





be as fondly remembered as 
its predecessor—no sequel to 
such a groundbreaking game 
ever is—but there’s nothing at 
all wrong with getting more of 
a great thing. Unless another 
historic, console-defining, 
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triple-A gaming milestone is 
released at some point during 
the next seven months, Super 
Mario Galaxy 2 has to be the 
odds-on favorite to become the 
2010 Nintendo Power Wii Game 
of the Year. —cHRIS s. 
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DEVELOPER: IMAGEEPOCH 
ESRB: TEEN 


Given the prolificacy and popu- 
larity of role-playing games on 
the Nintendo DS system, it’s 
strange that the genre hasn't 
been bigger on Wii. And of the 
handful of notable RPGs on the 
console, only a few have offered 
the traditional Japanese-RPG 
experience (Tales of Symphonia: 
Dawn of the New World being 
the best). That makes Arc Rise 
Fantasia an exciting title-the 
RPG-making veterans at 
Imageepoch (some of whom 
previously worked on Tales 
of Symphonia for GameCube) 
have set out to make a classic 
JRPG for Wii. I’m pleased to say 
they’ve done a good job of it. 
Although the game is meant 
to fill a more-traditional mold, 
the developers have included 
several touches to make Arc 
Rise Fantasia somewhat unique. 
The battle system is turn-based, 
for example, but you have the 
option of attacking with only 
your strongest characters 
and excluding the weaker 
ones—heck, you can attack with 
only one character if you want 
(it's not a good idea, though). 
Additionally, your characters 





EE 


can combine their abilities, 
teaming up on enemies. If the 
three members of your party all 
use their Excel Acts ona single 
opponent, for instance, they will 
unleash a powerful Trinity Act. 


ЗА 
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You'll need such abilities, too, as 
the bosses of Arc Rise Fantasia 
aren't pushovers; they can often 
take lots of damage and they 
have devastating attacks. This 
wouldn't be so bad in and o 
itself (some challenge is wel- 
come), but it's exacerbated by 
the infrequent save points and 
the nonexistent checkpoints. I 
understand that this is an o 
school-style design decision and 
that you can level-grind to make 
things easier, but I still couldn't 
help but feel a bit frustrated 
whenever I was decimated by 
an adversary. (Clearly, I've been 
spoiled by less-demanding 
modern RPGs.) 
My biggest issue with Arc 
Rise Fantasia, however, is the 
English voice acting. You play 
with a cast of initially clichéd 
characters-the serious hero, 
the naive heroine, the dashing 
rogue, etc.—that transform and 
grow, revealing/learning secrets 
from their pasts and sometimes 
shifting their allegiances. 
(Characters' motivations for 
doing the latter aren't always 
logical, but that's not unusual 
in a JRPG.) Unfortunately, these 
poignant moments are under- 
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mined by the voice acting, which 
ranges from so-so to downright 
bad, with one of the worst 
offenders being L'Arc. (Ryfia and 
Adele also stand out because 
they seem not to be voiced by 
native English speakers, which 
сап be distracting.) L'Arc's 
wooden delivery is egregious 
Not just because he’s the main 
character, but also because he 
often repeats the same lines in 
battles. (Virtually every nonboss 
fight is a “piece of cake,” accord- 
ing to him.) 

Despite its flaws, though, | 
ultimately enjoyed my time with 
Arc Rise Fantasia. Granted, the 
game shares many similarities 
with Namco Bandai’s “Tales of” 
titles (due to its skits, as well as 
its dungeons and overworld), 
but that’s not necessarily a 

bad thing. Tales of Symphonia 
was one of the best RPGs on 
GameCube, after all, and the 
fact that Arc Rise Fantasia 
comes close to replicating 
the feel of that game—closer 
than even Tales of Symphonia: 
Dawn of the New World in many 
respects—makes this title worth 
playing for JRPG-starved Wii 
owners. —JUSTIN C. 
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Jean-Claude Van Damme 

in his Guile getup, so I can 

make the sequel to the 
Street Fighter: The Movie game. 


DG pop іп Maxwell from 

Scribblenauts and Dr. 

Kawashima from Brain Age 
and let them duke it out for the DS 
brain-teasing crown. 


I know it's an obvious 

answer, but I’d have to pick 

Mr. T. His projectile attack 
could be a Flavorwave Oven. | pity the 
fool who'd choose anybody else! 


There’s only one way to go, 
and that’s Chuck Norris. | 
3 would make my foes quake 
in fear with my Chuck-fu grip. 


V'd have a “good” version 

of myself fight its dark 

doppleganger, to better 
understand the duality of humanity. Ог 
maybe Megan Fox, 'cause she’s hot. 


I'd like to say I don’t mean 

any harm to any man...but 
A 1 wouldn’t mind having a go 
against a couple of my former editors. 


Ме all know that Shigeru 

Miyamoto is highly skilled 

at making video games, but 
does he have the strength to be victori- 
ous in the ring? 


Segata Sanshiro. His fireball 

would be a giant Saturn 

controller. It’s just a shame 
his greatest skill-throwing opponents 
to make them explode—couldn't be 
translated to the game. 
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DRAGON BALL: ORIGINS 2 
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DRAGON BALL: 
ORIGINS 2 


PLATFORM: NINTENDO DS 
PUBLISHER: NAMCO BANDAI 

DEVELOPER: GAME REPUBLIC 

ESRB: TEEN 

Game Republic seems to have gotten 
word from the powers that be that 
Dragon Ball: Origins wasn’t nearly 
hard enough. For what looks like а 
simple 3-D action-adventure kids’ 
game, the sequel is mercilessly 
tough. Even in the first round of 
stages, the boss battles will give any 
player a run for his money. 

On the flip side, Origins 2 offers up 
a whole bunch of new ways to fight 
back. Monkey-tailed kid Goku can 
learn a huge array of moves with his 
fists and his magic staff, and with 
dedicated practice, it's not impos- 
sibleto jump and teleport rings 
around the bad guys. There's a big 
difference between simply slugging 
away with basic combos and actually 
learning the more-complex ins and 
outs of the combat system. 

Players who persevere can dig 
through an expanded collection of 
bonus content, from little collectible 
figures and dioramas (since 
anime fans can't resist cute bits of 
plastic) to a "survival tower" full of 
souped-up boss battles. Whether 
many of us will want to relive those 
challenges—especially since the 
tower versions are usually even 
harder-is an open question. Dragon 
Ball fans with something to prove, 
though, should find themselves right 
at home. — DAVID s. 


TIGER WOODS 
PGA TOUR 11 


PLATFORM: Wii 

PUBLISHER: ELECTRONIC ARTS 
DEVELOPER: EA TIBURON 
ESRB: EVERYONE 


My experience playing with 
the new advanced swing types 
in Tiger Woods PGA Tour 11 
replicates the real sport to a 
tee. I frequently find myself 
dropping to my knees, curs- 
ing Odin or whatever other 
gods I can think of at that 
moment, then giving serious 
consideration to chucking my 
Wii Remote and television into 
the nearest body of water. My 
bathtub, perhaps. Yet like any 
hopelessly addicted duffer, | 
keep coming back for more. 
With the Wii MotionPlus 
accessory, PGA Tour 11 can 
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measure every aspect of 
your swing, offering a level 
of authenticity that goes 
beyond even that of last 
year's game. On the lower 
difficulty settings, the game 
is fairly forgiving of the flaws 
in your swing, but I highly 
recommend graduating to the 
advanced levels as you hone 
your skills. It'll give you a 
greater understanding of golf 
and deliver a stronger sense 
of satisfaction when you suc- 
ceed. Just be sure there aren't 
any loved ones around when 
you embarrass yourself with 
the occasional tantrum. 

Along with the core 
gameplay enhancements 
comes a host of new features, 
including the Ryder Cup event, 
miniature golf, and skill chal- 
lenges. Plus, the online func- 
tionality is as robust as you'll 
find in any Wii game. You can 
even transfer your real-life 
golf stats to your in-game 
golfer using EA's Tee Shot Live 
service. Though Tiger's repu- 
tation may be tarnished, his 
video game has never been 
better. —sTEVE T. 
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GREEN DAY: ROCK BAND 


PLATFORM: Wii 

PUBLISHER: MTV GAMES 

DEVELOPER: HARMONIX/DEMIURGE STUDIOS 
ESRB: TEEN 


You don’t have to be a die-hard 
Green Day fan to enjoy Green 
Day: Rock Band, but it defi- 
nitely helps. From the track list 
to the unlockable photos and 
videos of the band, this title 
is packed with fan-pleasing 
Green Day goodness. But 
those looking for just another 
excuse to break out their 
plastic instruments should be 
content, too, as the excellent 
Rock Band gameplay remains 
as fun as ever. 
With a soundtrack com- 
posed of 47 songs—many of 
which should be familiar even 
to those who don't pay atten- 
tion to the music scene-this 
game has something for 
almost everyone. | am a bit dis- 
appointed that there's nothing 
pre-Dookie, though; it would 
have been great had the game 
been more comprehensive, 
following Green Day's entire 
career instead of starting with 
the period when the band 
made it big. Additionally, the 
title lacks visual diversity. One 
thing that I really liked about 
The Beatles: Rock Band was 
that it included fantastical 
levels that complemented 
specific songs; Green Day: 
Rock Band has only three 
real-world-based venues. 
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Sure, these venues are meant 
to represent significant points 
in the band's history, but there 
was ample opportunity to give 
the game a bit more variety. 
Of course, this is a relatively 
minor complaint, as players 
are often not paying attention 
to the backgrounds, focusing 
instead on the numerous notes 
coming down the screen. 

Sure, it's not quite as good 
as the outstanding Beatles- 
centric Rock Band, but Green 
Day: Rock Band is a great 
game nonetheless. Green Day 
has plentiful hits in its library, 
and it's awesome to be able to 
have-and more importantly, 
play—them all in one place. 
—JUSTIN C. 


MEGA MAN ZERO COLLECTION 


MEGA MAN ZERO 
COLLECTION 


PLATFORM: NINTENDO DS 

PUBLISHER: САРСОМ 

DEVELOPER: INTI CREATES 

ESRB: EVERYONE 

The problem with great games is 
that they can go out of print, making 
them far more difficult (and expen- 
sive) to find. Capcom is doing its part 
to help combat this problem with the 
release of this new collection, which 
contains the four Mega Man Zero 
games that were originally released 
for Game Boy Advance. 

These four titles were some of the 
СВА” finest, so having them all in one 
package is a tremendous deal. Even 
though the oldest game here is eight 
years old, they all hold up extremely 
well today. The platforming action 
is as tight and well designed as you 
would expect from a 2-D Mega Man 
game, and the ability to use Cyber 
Elves (sentient programs that boost 
your power) adds some depth to the 
gameplay. It's interesting to see how 
the Cyber Elf system evolves and 
is refined throughout each of the 
games, as well. 

The pixel-based artwork is gor- 
geous, and the animation is frequently 
stunning. On the default settings, the 
games prove to be rather challenging, 
but a new easy mode helps keep 
things accessible. Ample unlockable 
goodies encourage you to play 
through all four titles. 

Given the games’ GBA origins, 
the DS touch screen isn't put to any 
important use. It simply displays 
artwork while you play the game on 
the top screen. Of course, this is a 
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RIVER CITY SOCCER HOOLIGANS 


minor complaint. If you missed any of 
these games the first time around, this 
is the perfect chance to grab the lot of 
‘em. —PHIL T. 


RIVER CITY SOCCER 
HOOLIGANS 


PLATFORM: NINTENDO DS 
PUBLISHER: AKSYS GAMES 
DEVELOPER: ARC SYSTEM WORKS 
ESRB: TEEN 


This isn’t like other soccer games. 
What it is like is a trickier question. 
Imagine, maybe, Super Dodge Ball 
only with more moves, more motion, 
and more aggressive opponents. In 
theory, you're supposed to put the 
ball in the net, not beat the other 
team into submission. In practice... 
well...either works. 

Controlling just one player is a 
difficult adjustment. You don't switch 
as the ball moves around; the rest of 
the squad responds only to general 
Al strategy commands. The bottom 
screen shows an overview of where 
everyone is, but it's tough to look away 
from the top screen when the ball- 
handler might get cold-cocked at any 
moment. Still, it's something different, 
and Dodge Ball die-hards should love 
the extra challenge. —DAVID s. 
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Massive obirs 


www.massiveblips.com 


Get a Competitive Edge 
Arm yourself with the latest tips, 
tools and strategies from around the web 


More Knowledge, More Power 
One-stop access to up-to-date information 
from expert sites, large and small 


Share, Debate, Discuss 
Expand your skills in a community 
of serious MMO fanatics like you 


MassiveBlips.com 
Community-driven MMO news and information. 


Part of the @DailyRadar Network. www.dailyradar.com 


BLUE DRAGON: 
AWAKENED SHADOW 


PLATFORM: NINTENDO DS 

PUBLISHER: D3PUBLISHER 

DEVELOPER: NAMCO BANDAI/TRI-CRESCENDO 
ESRB: EVERYONE 10+ 


After last year’s unpolished 
Blue Dragon Plus, | doubt many 
RPG fans had high expectations 
for the franchise’s next install- 
ment. But new developers. 
Namco Bandai and tri-Cre- 
scendo have approached Blue 
Dragon: Awakened Shadows 
with fresh ideas and grander 
ambitions, and have crafted а 
surprisingly solid game. 

In the franchise's latest 
reinvention, players design 
their own hero and are joined 
by the usual Blue Dragon cast 
as NPC allies. The game's 
real-time battle system is well 
thought out and fun, although 
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excessive lag when casting 
spells, weak ally Al, and some 
overly difficult bosses may 
cause a bit of frustration. The 
most impressive feature of 
Awakened Shadows is its wide- 
open world; the game's hub city 
is full of lengthy side quests and 
interdimensional doorways that 
lead to optional boss fights. 
When you earn the right to fly a 
Mechat airship, you'll be able to 
visit several new cube-worlds 
atanytime you like, offering 
even more freedom. The simple 
level designs don't offer a lot of 
variety, but random equipment 
drops, new spells, and unloc 
able shadows offer plenty 
of incentive to keep playing. 
And if you can convince your 
friends to buy the game, you'll 
be able to challenge some oi 
the optional quests in two- or 
three-man parties, over either 
a local wireless connection ог 
Nintendo Wi-Fi Connection. 
Awakened Shadows contin- 
ues the ongoing Blue Dragon 
storyline, which may please the 
series's handful of fans but will 
probably bore any newcomers. 
Elaborate side quests that 
revolve around one annoying 
character trying to make a 
birthday present for another 
annoying character may not 
make for riveting drama, but 
strong fundamentals make 
even the weakest parts of the 
game fun to play. —cASEY L. 














IRON MAN 2 


TETRIS PARTY DELUXE 


PLATFORM: NINTENDO DS 

PUBLISHER: MAJESCO 

DEVELOPER: HUDSON SOFT/TETRIS ONLINE 

ESRB: EVERYONE 

It's been years since DS owners 

have been treated to a proper taste 
of Tetris. Even though the timeless 
classic has been released in many 
different formats over the years, it’s 
still just as fun to pick up and play as it 
ever was. Tetris Party Deluxe's biggest 
draw is the glut of different solo and 
multiplayer modes it crams onto a 
single game card. 

Modes such as Sprint, Field Climber, 
Stage Racer, Shadow, and Bombliss 
are among those that stretch out 
the core gameplay in interesting and 
enjoyable directions, since each offers 
aunique twist on the original concept. 
The local and online multiplayer 
features are equally expansive. This 
is definitely one to enjoy with а few 
friends. CNATHAN M. 


IRON MAN 2 


PLATFORM: Wii 

PUBLISHER: SEGA 

DEVELOPER: HIGH VOLTAGE SOFTWARE 
ESRB: TEEN 





Sega struggled to deliver a compelling 
superhero experience with the first 
Iron Man game, but even now, armed 
with a new developer and а second 
playable hero, the sequel falls similarly 
flat. Iron Man 2 splits up the action 
between on-foot and flying segments, 
but neither approach convincingly 
conveys what it should feel like to 

play as Iron Man or War Machine. 
Though the on-rails flying segments 
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lack thrills, at least they handily beat 
the dull, lifeless ground levels, which 
could have come from any sci-fi 
action game. Wrap that fact up with 
a forgettable story and some really 
shaky visuals, and you have an Iron 
Man game that even hardcore fans 
should pass on. CANDREW Н. 


IRON MAN 2 


PLATFORM: NINTENDO DS 
PUBLISHER: SEGA 

DEVELOPER: GRIPTONITE GAMES 
ESRB: EVERYONE 10+ 


The Nintendo DS iteration of Iron 
Man 2 puts you in command of both 
Iron Man and War Machine in a pretty 
standard side-scrolling shooting 
adventure, but the variety between 
characters and campaign stages 
makes for a better-than-average 

film tie-in. Iron Man's levels use the 
Control Pad and buttons to let him гр 
around the stage and beat up robot 
foes, while War Machine's missions 
rely heavily on the touch screen 

to launch grenades and unleash 
chain-gun fury on nearby enemies. 
Occasional airborne shoot-'em-up 
stages help to keep things lively, 

as do the numerous suit upgrades 
for each hero. Iron Man 2 still has 

its tedious moments (and a bland 
storyline), but it unquestionably tops 
the weak Wii version. CANDREW Н. 
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Champions: Soccer 


AllStar Karate 


Astro Boy: 
The Video Game 


Attack of the 
Movies 3D 


Avatar: The Game 


The Beatles: 
Rock Band 
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Modern Warfare: 
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Cursed Mountain 
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Revolution: 
Hottest Party 3 
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Dead Space 
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DJ Hero 


Dragon Ball: 
Revenge of King 
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Drawn to Life: 
The Next Chapter 


Endless Ocean: 
Blue World 
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FIFA Soccer 10 
Final Fantasy 
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the Moon 
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The Video Game 
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Madden NFL10 


SCORE PUBLISHER 





6.5 Electronic Arts 
6.5 Ubisoft 


70 THQ 
7.5 D3Publisher 


4.0 Majesco 


5.0 Ubisoft 
9.0 MTV Games 


6.0 2KSports 
8.0 Electronic Arts 


8.5 Majesco 
9.0 Activision 


5.0 Hudson 

8.0 Sega 

7.0 Deep Silver 
6.5 Konami 

6.5 Majesco 

8.0 Electronic Arts 


2.5 505 

4.5 Codemasters 
8.5 Activision 

6.5 Namco Bandai 
70 THQ 

7.5 Nintendo 


4.5 Tecmo 
6.0 ElectronicArts 
8.0 SquareEnix 


5.5 XSEED 


7.5 Atari 


= 
© 


Electronic Arts 


7.5 Electronic Arts 
8.0 Activision 
5.5 Electronic Arts 


7.5 Natsume 


4.5 Hudson 
7.5 LucasArts 


3.5 Sega 

6.0 XSEED 
6.0 Konami 
6.5 LucasArts 


8.0 Warner Bros. 
7.0 Sega 

9.0 XSEED 

8.0 Electronic Arts 


254 


248 


255 
248 


255 


250 
247 


244 
243 


247 
249 


253 
243 
246 
248 


252 


247 


243 
247 
249 
248 


248 


252 


247 
248 
250 


253 


243 


246 


243 
247 
244 


248 


242 
243 


250 
247 
248 
249 


249 
243 
244 
245 





SAM & MAX: 

BEYOND TIME AND SPACE 
1wanted to like the first 
season of Sam & Max, but I 


was ultimately disappointed. 


Fortunately, the second 
season, Beyond Time and Space, isa 


significant step up thanks to its crazier 
situations and funnier jokes. The frame 


rate could be better, though. —JUSTIN с. 
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Wanderer 

Silent Hill: 8.0 Konami 249 M 

Shattered 

Memories 
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Star Wars 5.0 LucasArts 29 Т 

The Clone Wars: 

Republic Heroes 

Super Monkey Ball 5.5 Sega 252 "E 

Step & Roll 
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Capcom: Ultimate 
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Smash-Up 
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Fallen 
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vs. Raw 2010 

X-Men Origins: 5.0 Activision 243 T 

Wolverine 


RED STEEL 2 


the names амау 

from this vastly improved 
sequel. The swordplay in Red Steel 2 is 
immensely satisfying—thanks in large 
part to its use of the Wii MotionPlus 


West aesthetic is a 
interesting than thi 
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Harvest Moon: 8.0 Natsume 243 E Pokémon SoulSilver 9.5 Nintendo 253 E 
Frantic Farming Version 
nue SCORE PUBLISHER Шеш Harvest Moon: 7.0 Natsume 28 E Professor Layton 8.0 Nintendo 246 Е10+ 
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а 2:0: Kona Ms Е Birds of Prey Roogoo Attack 4.0 SouthPeak M3 Е 
Assassin's Creed ll: 7.0 Ubisoft 250 T Infinite Space 8.0 Sega 253 Т 
Discovery 
Atelier Annie: 8.0 NIS America 248 ElO+ 
Alchemists of 
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Avatar: The Game 5.0 Ubisoft 250 Е10+ 
Beat City 8.5 THQ 254 Е 
Bejeweled Twist 8.5 PopCap 251 E 
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Pixel-perfect characters re-crt 


THE GRID FORMAT Of cross- 
stitching proves perfect for 
re-creating the pixel-based 
graphics of past generations, 
and reader Allison Bates has 
been using the art form to 
pump out embroidered ver- 
sions of her favorite classic 
game characters. 

Bates, a 22-year-old writer 
from Knoxville, Illinois, sent 
in some of her favorite cross- 
stitched projects, including 
numerous Pokémon 
characters, Princess 
Toadstool, Chun-Li, and 
Samus Aran. Brought up ina 
family of crafters, Bates says 
she struggled to find a craft 
that stuck with her until she 
started cross-stitching about 
three years ago. "When I 
first tried cross-stitching, | 


enjoyed both doing the craft 
and the final products well 
enough to keep going with 
it,” she explains. 

Bates starts with a pat- 











tern-some of which are the 
game's actual graphics and 
some of which are sprites 
Bates created herself-and 
says the scale of the 
project determines how 
long it'll take to complete 
acharacter. Whereas some 
of the small characters can 
be finished in a day or two, 
she usually works on larger 
projects for a few days ata 
time, and then alternates 
among others until they're 
finally completed. And 
though Bates says cross- 
stitching can be a rather 
unorganized process, she's 
been sharing her tips and 
patterns on her blog, Dork 
Stitch (dorkstitch.blogspot. 
com), for fellow crafters to 
study. —ANDREW H. 
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VOLUME 2 





SKATEBOARDERS BREAK A lot of decks over the course of many painful 
hours spent perfecting their trade and busting out mad tricks, but we've 
never seen the remains of decks long past put to such great use. Japanese 
Skateboarder and artist Haroshi decided to turn his horde of trashed 
skateboards into recycled art. He's created many fascinating pieces of art 
out of smashed skateboards, but this assortment of Mario-themed mosaics S š 
is particularly striking. She's going to гат us! Get out of the way! 

“Purchasing new decks is a never-ending cycle, and this was evident by 
the tower of old decks that were reaching to the ceiling of my room,” writes 
Haroshi on his website. “We can’t throw away these decks because they hold 
sentimental meanings to us. | looked at these unusable decks every day and 
thought there must be something | can make with these.” 

We can only imagine the time and patience it took to meticulously extract 
each pixelated tile from the pile of deceased boards and put it into place to 
create these humorous and spectacular art pieces. But now that we see the 
Possibilities, we think a blend of Super Mario Bros. and Skate or Die might 
make for a great retro mash-up. -NATHAN M. 


[Below right] It’s a piece of art that’s made of skateboards about Mario grab- 
bing a power-up that isa skateboard—how much more meta can it get? 





ABOVE and BEYOND 


Got art, cosplay, case mods, etc.? Send them to us 
via email to community@nintendopower.com 
or via snail mail to Nintendo Power/Community c/o 
Future US, 4000 Shoreline Court, STE 400, South 
San Francisco, CA 94080. We'll print the best stuff! 
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Chicago's Photo Fighters! w M, EE s 


Nintendo puts gamers into its digital dojo at the C2E2 convention. 





FROM APRIL 16-18, the inaugural 
Chicago Comic & Entertainment Expo 
(С2Е2) brought the city something it 
hadn't seen before: a diverse pop- 
culture expo focused on comic books, 
movies, anime, television, and video 
games. More than 27,000 people 
descended upon the McCormick Place 
convention center in downtown 
Chicago for the event, and those who 
made their way to Nintendo's booth 
had an opportunity to try out upcoming 
DSiWare title Photo Dojo, among other 
titles. Demonstrated weeks before 
its DSiWare Shop debut, Photo Dojo 
became the spotlight title at the booth, 
with several Nintendo representatives 
on hand to teach attendees about the 
photo-based brawler and to let them insert themselves into the game. 

Photo Dojo uses the cameras of the Nintendo DSi system to grab images of the player in 
various poses, and then lets them add their own sound effects and battle cries via the built-in 
microphone. A finished fighter can be used to beat down other created warriors, and, accord- 
ing to Michael Chipman, product marketing coordinator for Nintendo of America’s localization 
division, C2E2 attendees were really getting into the experience. “Making the fighter is half 
the fun,” says Chipman, “but once you see your fighter fighting, it’s really hilarious. People are 
having a really good time with it.” 

But simply letting attendees create and play as themselves in the game wasn’t enough. S 
Nintendo went one step further by filming each player’s entire process, then cutting together S пора OC 
the clips into a brief video and giving that back to the player on an SD card, free of charge. F 
“Then they can take it home and do whatever they want with it,” explains Chipman. “It’s a ` GEI 
really cool memento Bowser's minions can shred. 

Dozens of attendees, children and adults alike, took part in the Photo Dojo creation process xe 
during the event, including Mike Collofello and his four-year-old nephew, Matthew (shown in 
the Captain America costume below), who took turns creating their fighters before battling it 
out against each other on the show floor. The smiles on their faces spoke volumes about the 
success of Nintendo's C2E2 booth setup, but we still asked Mike to describe his experience. His 
response? “That was a blast!" CANDREW Н. 











FANDOM 





MARIO, LUIGI, AND the gang had better watch 

out, because this Koopa Troopa is packing some 
six-string heat. It seems even the smallest of 
Bowser’s minions can dish out a sonic punch. 
Crafted by an anonymous music enthusiast whose 
guitar-making skills clearly rival his interest in 
the Mushroom Kingdom, this fully functional, 
custom-built electric guitar lets its wielder shred 
in supergeeky style. 

This magnificent rock-"n'-roll specimen sur- 
faced when pictures of it were posted online by 
a friend of its creator, spurring lots of discussion 
and speculation about the guitar. This eventually 
prompted the instrument's creator to weigh in on 
the conversation, albeit anonymously. “The guitar 
is right-handed. | play it so the Koopa is on its back 
(it’s been stomped),” he writes. “When it is опа 
guitar stand, it’s walking about. Just pretend Mario 
jumped on the Koopa Troopa and chose to hold it 
for too long, so it's escaping." 

The sturdy design and polished finish of this awe- 
some Koopa axe has us imagining how cool it would 
Shanghai oo — be to see and hear it in action. Maybe fans will build 
É Ne ver! ab instruments of other Super Mario Bros. characters 
4 and form а Mario-themed rock band. We can only 
hope so. CNATHAN M. 














FANDOM 


Portable Papercraft 


Watch out for paper cuts! 


AT FIRST GLANCE, the item pictured to the right simply appears to be 
an original Game Boy, but a closer look reveals that it's a lovingly crafted 
papercraft tribute to the device. 

This intricate paper project comes to us from Zim & Zou, a freelance 
art duo of 23-year-olds Thibault Zimmerman and Lucie Thomas. Based 
in Nancy, France, the pair met in art school and decided to team up upon 
graduation, creating graphic-design work for both professional clients and 
personal projects alike. 

According to Zimmerman, the idea to create a Game Boy out of paper 
came when he showed his partner the original system, thinking it'd be 
funny to see her play an older device in public. It led to something else 
entirely, though. “When I saw this old-school object, | felt like | came back 
to my childhood,” says Thomas. “This nostalgic feeling inspired me a lot, 
and moreover, as the Game Boy is a kind of legendary item, | found it 
interesting to honor it with paper.” 

Using the actual system as inspiration, Zim & Zou took about a week 
to assemble the gray paper Game Boy, but the colored one—which 
Zimmerman describes as a "funky personal interpretation"—was finished 
in just two days afterward. Finally, the team created a super-sized 
version of a Tetris screen, but it won't be the last of their game-related 
efforts-Zimmerman says other retro-inspired objects are on the way. 
Might we suggest the Virtual Boy? —ANDREW H. 


Nintendo GAME BOY. 


[Above] It may be the right size and shape, but you shouldn't try to play 
Super Mario Land on this papercraft Game Boy. | 








A Slime draws near! The Nintendo Power team is gathering its adventuring gear 
and preparing to embark on the epic multiplayer quest that is Dragon Quest IX: 
Sentinels of the Starry Skies. Does Slate survive? Does Hoffman hog all the loot? 
Will the whole NP crew be decimated by Slimes? Check back in 30 for the full report! 
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ГИ never buy a bad game again Í will never buy a bad game again 


GF) GAMEFLY.COM 


Video Game Rentals 
Over 7,000 titles - No late fees - Free shipping 





Wii™ EXCLUSIVE! 
Full 1992 
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Game 












Included 









IND your POWER. 


UNLEASH YOUR 


` =" 


CLIMB, LEAP, AND WALL-RUN IN AN DEVASTATING ELEMENTAL ATTACKS UNLEASH BATTLE COLOSSAL HORDES AS YOU 
EPIC SANDS OF TIME ADVENTURE. 4 THE FURY OF FIRE, EARTH, WATER, AND WIND. FIGHT TO SAVE YOUR KINGDOM. 


Animated Blood | V "m. OW - NINTENPEDS. Wi I. 


Violence 
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